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THIS CHRISTMAS, GIVE THE UNIVERSE 


STAR FLEET BATTLES 


The bridge of the Federation Heavy Cruiser grows hectic as a 
Klingon D7 Battlecruiser suddenly appears on the screen. You 
| 
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must act quickly. Will you try to outrun the deadly ship or stand 
and face the challenge? 


STAR FLEET BATTLES captures the thrill of starship command. 

You must out-think, out-shoot and out-maneuver your opponent 
in a warp-speed dogfight or lose your crew and ship to a 
massive alien or a starship from another race. 


The game includes 216 full-color die-cut playing pieces, 
a large tactical map, comprehensive rules of play, and 
charts and. ship displays to reduce the complexities of 

space combat. Where else could you find an entire Star 
Fleet in one box? $34.50 


STARLINE 2200 BOXED SET Write or Phone for a free Science Fiction 


Add a new dimension 4 fetal to ey space combat! Catalogue. 
STARLINE 2200 STARSHIPS ‘Boxed Set includes five : 
beautifully detailed miniatures designed for play with STAR | woe shes ” oe ee 
FLEET BATTLES: one each of the Federation Heavy Cruiser, ee ey ONG ees 

| Klingon D7 Battlecruiser, Klingon F5 Frigate, Gorn Destroyer ‘Military Simulations 

and Romulan Warbird. The five ships included have been 134 Cochranes Re 

selected for their popularity and usefulness in many different Moorabbin 3189 

STAR FLEET BATTLES scenarios. $23.75 ph. 555 8886 


TASK FORCE GAMES The NEW FORCE in gaming 
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ADVERTISING: The Advertising Manager reserves the right to refuse 
or suspend advertisements without giving any reason. Every care 


is taken to avoid mistakes, but the Publishers cannot accept any 


liability for clerical and printing errors or omissions. Receipt of copy 
for publication implies acceptance of these conditions by the ad- 
vertiser. The Publishers cannot condone breaches of franchise agree- 
ments or copyright and advertisements for goods illegally imported 
or manufactured will be rejected. It is impossible for us to ensure 
all the advertisements submitted for publication in Breakout conform 
to the Trade Practices Act, so we ask advertisers to satisfy themselves 
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their advertisements comply strictly with the Act and any other laws, 
for example the Equal Opportunity Acts in various states, which may 
apply. 


‘SUBSCRIPTIONS (For four issues) AUSTRALIA: $12 (subscription 


includes SPA membership); NEW ZEALAND and the SOUTH PACIFIC: 
A$13 for surface mail and A$16 for airmail; UNITED STATES: A$14. 
for surface mail and A$25 for airmail; rates to all other countries will 
be supplied on application. Overseas subscriptions may be paid in 
the equivalent amount In any foreign currency, but If this option is: 
exercised please add A$3 to the above charges. 


WRITING FOR BREAKOUT: The Publishers of Breakout solicit articles 
of all kinds and original artwork. While every care is taken, no 
responsibility can be accepted for such manuscripts, photographs 
or artwork. Contributors are remunerated at the rate of 15 cents per 
column centimetre of edited eight point type. We dé not pay for 
letters, or small news items. However all correspondents receive a 
free copy of the issue in which their work appears. The base rate 
for artwork, figures and photos is $15 for a full A4 page, $9 for a 
half page, $6 for a quarter page and $3 for smaller graphics. Creative 
artwork may be paid for at a higher rate by negotiation, at the 
discretion of the editor. Please not Breakout is no longer accepting 
any non-game related fiction. A royalty of 25% is payable for artwork 
used more than once. All material published in Breakout becomes 
the property of CSA. In submitting material to Breakout the author 
or artist affirms the material has not been published, nor is under 
consideration for publication elsewhere and that no part of the 
material is copyrighted, unless otherwise indicated. Manuscripts 
should be typewritten and double spaced, with generous margins, 
one side per A4 page. A style sheet is available. _ 

Breakout is wholly produced in Australia by Conflict Simulations of 
Australia. 

Typesetting by Meredith Typesetters of Burniey, Melbourne, Victoria 
and printing by Waterwheel Press, Shepparton, Victoria. 
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NEW... NEW ... NEW ... NEW ... NEW ... 


RUNEQUEST 


3rd edition 


from Avalon-Hill 


Be é : sat 
Completely revised ot Me 
rules 3 


Runequest Deluxe Box $60.00 
‘Runequest Player’s Box $33.00 
Runequest Gamemaster’s Box $39.75 


Distributed in Australia by 


Ventura Games, Jedko Game Co. P/L 
189 Clarence St, 134 Cochranes Rd. 
SYDNEY NSW 2000 Moorabbin 3189 


Editorial 


2oIrcorialk 


by Nigel | A G Brand 


With this issue Breakout completes four years of 
publication. Given that magazine publishing is a risky 
business, we are rather proud and we thank all our 
readers and advertisers for their support over those 
four difficult years. We would especially like to 
acknowledge the help of a number of people without 
whom Breakout could not have been published. Chief 
among these is John Edwards and Jedko Games. 
John supported the idea of Breakout when it was just a 
gleam in the collective eye of Nigel Brand and Grant 
Garraway. With his continued support Breakout has 
become one of the world’s leading games magazines. 


Our thanks go to our other advertisers and supporters, 
particularly those with us from the start — Layton 
Hipkins at Mind Games, Mike Keogh at Warlords and 
Gary Murdoch at Model Master. Gentlemen we thank 
you. 


The Christmas editorial is traditionally a time for look- 
ing forward. Breakout has chronicled a renaissance in 
Australasian gaming which seems ready to flower into 
a full blown industry. Although details cannot yet be 
given, Strategic Studies Games is ready to take on all 


Vays 


Lecters 


CRITICISM CRITICISED 


Again we see the ease and the blind ignorance with 
which anyone can criticise a well intentioned orga- 
nization. The letter (appearing in Breakout #15) by 
Joseph italiano, Greg Ingram and Peter Hughes 
showed the type of biased garbaye which will inev- 
itably drag the gaming hobby down to the depths of 
constant slanging matches between its different 
factions. 

Breakout is the Australian gamers’s quarterly. As 
such it must appeal to an extremely wide audience. 
The editorial staff of Breakout do an excellent job of 
promoting the appeal more of a reliable gaming news 
media than a source of specific articles. | would like 
to see more of the latter. So what do | do? 


comers with computer games which, quite simply, are 
the best in the world. Australian Design Group has 
already achieved critical and commercial acclaim with 
Empires in Arms and looks set to repeat the experi- 
ence with its second game, due out soon. John Ed- 
wards is busy with several games due for release in 
coming months. Other groups in Canberra, Mel- 
bourne and Sydney may take the plunge and publish 
games. 


But gaming is not just about publishing. | have in these 
pages already mooted the idea of a national umbrella 
organisation to support games, and some tentative 
steps along that path have already been taken. We're 
delighted to be able to publish a series of boardgame 
scenarios, which after dialogue and probably some 
changes, we hope will become standing tournament 
scenarios throughout Australia. | very much hope in 
future to be able to assist in the development of 
recognised standards for miniatures and role-playing 
tournaments. 


There can be no doubt Australasian gamers, no mat- 
ter what genre they choose, can hold their heads high 
in any company. Distinguished British author and 
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| certainly don’t write to the editor of Breakout saying 
QUEST will have only role playing specific articles 
(ramble, ramble, blab, blab, etc., etc.) and therefore 
Breakout isn’t worth buying. | don’t write biased re- 
views of my own or my friends role-playing products 
and expect them to be published. | don't tell my gam- 
ing friends that Breakout is the worst magazine on 
Earth or anywhere else because it hasn't printed any 
worthwhile modules and its art stinks. | will not sit idly 
by slandering our Australian gaming ambassador 
— Breakout — and meanwhile do absolutely nothing 
to improve the quality of the magazine. 


gamer Phil Barker recently complimented ancients 
players on the high standard of play. We have the 
talent; we have the skills. Let us show the world we 
also have the organisational ability, and sufficient 
sense of national identity, to resolve the differences 
which must make us seem a mob of squabbling tribes, 
and put gaming on a firm, national footing. It would be 
particularly interesting and useful to organise Trans- 
Tasman competitions. 


To matters less philosophic. Work on the special 
Reference Edition of Breakout, to be launched at the 
Canberra Convention, has already begun and will 
accelerate once this edition is published. Advertiser 
response has already been most heartening. In addi- 
tion to extensive game and product listings and regu- 
lar features, the Reference Edition will also contain a 
comprehensive Index to Volume 4 of Breakout. 


As usual the first regular edition for 1985, due out in 
early autumn (spring for readers north of the Equator), 
will emphasise computer games. | can safely promise 
several major reviews. Micro Scope has been held 
over for this edition. Our series on the Armies of 1813 
will continue and we hope to bring you a major article 
on Traveller. | also hope to publish a fine ancients 
article by Eric Holm. Beyond that | can’t say for the 
moment. 


On a personal note, | was privileged to interview Phil 
Barker during his recent visit to Melbourne. A nicer 
man one couldn't hope to meet. Unfortunately space 
problems prevented the resulting article appearing 
this issue; it will appear in the Reference Edition. 


As we went to press we learned that SSG’s Carriers At 
War finally hit the deck and was published on 
November 30. Well done, Messrs Trout and Keating. 


A Merry Christmas to all readers and advertisers and 
we hope to have you with us again next year. 


lf you want the articles printed in Breakout to change 
then submit your own. As Nigel Brand wrote in Break- 
out #10 “we will continue to give role-playing more 
space than in the past. To be able to continue to do 
this, we need more articles!” 


| look forward to continuing healthy, friendly relation- 
ships with any gamers, gaming organizations and 
gaming companies who cease knocking others and 
start knocking the atrophying keys of their typewriters 
in an effort to help. Those who continue destructive, 
slanderous actions deserve to go down the drain. 


If | have offended anybody with this letter | want you 
to know that, deep down from the bottom of my heart, 
| couldn't care less! 


Andrew Cavanagh 
Cairns, Queensland 


READERS COMMENT 


Irrespective of what has been said in letters to your 

magazine | think you and your associates are doing 

a fair job in representing the Australasian gaming 

scene overall, including fantasy. 

My qualifications for making such a flat statement 

are:— 

1. Board gamer over many years. 

2. Miniatures gamer for nearly as long. 

3. Heavily involved in a wargaming club which covers 
the above PLUS fantasy and computer games. 

4. Make my living from selling military books, fantasy, 
wargames and figurines. 
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Letters 


| hear comments after each issue of the relative worth 
or otherwise of that particular issue. Each set of com- 
ments has a bias depending on the maker's particular 
bent, be it board, computer, miniatures or fantasy. 
Naturally you cannot cover all aspects of gaming in 
detail in every issue and the comments reflect this. 
If the same people said each time that the current 
issue was great you would not be treating each aspect 
of the gaming world separately but catering to only 
one facet. This is not happening. 


As a final proof of the above opinions would you 
please continue to run our store advertisement in your 
future issues. 


Tony White 
The Last Grenadier 
Brisbane, Queensiand. 


LOYAL READER 


It was with a mixture of despair and “deja vu’ that 
| read the attack on Breakout in issue #15 by Italiano 
et al. Despair that an eminently reasonable and fair 
magazine should attract such ranting, “deja vu" that 
yet again the gaming fraternity should produce irra- 
tional beings. 


Personally, | am rather tired of these paranoid indi- 
viduals who feel that any comment which is not in 
fulsome praise of them is an attack, and who respond 
with insult, disregard for the facts, and illogical state- 
ments. It is time such people realised that aggression 
and irrationality should be restricted to games, and 
that it is counterproductive to gaming as a whole to 
extend such behaviour to the organising or social side 
of gaming, namely to clubs, conventions and 
magazines. 


Ph (075) 35 2535 


CATALOGUE) 


THE QUARTERMASTER'S STORE 
94 Nobby Pde, Miami, Qld 4220 


Mail Order Stockist of 


MANY OTHER ITEMS (FULL LISTING IN 


CATALOGUE NOW AVAILABLE 
$3.00 (PLUS $1.00 FOR POSTAGE + PACKAGE, 
FOR OVERSEAS POSTAGE ADD $1.50). 


Fortunately Breakout is amply defended, by the ed- 
itorial reply to the attack, by its own record , and its 
host of loyal and appreciative readers of whom | am 
one. 


Clinton Stewart 
Dundas, NSW 


APATHY RULES... OK? 


Generally, | am a firm believer in the rule: ‘Apathy 
rules, if that’s OK with you’, but | thought | may as 
well do my best (?) to get my name in print somehow. 


| have been stirred by the letter (essay 7?) in issue 
#15 that seems to be knocking Breakout. There is 
nothing wrong with criticism (in my humble opinion) 
so long as it is constructive and factual. As | am not 
aware of the whole situation that caused the letter 
to be written, | will not comment on it apart from one 
thing. Messrs Italiano, Ingram and Hughes refer to 
Breakout as “The Australian Gamers’ Quarterly” 
when in fact it is “The AustralASIAN Gamers’ Quart- 
erly” (picky, picky). | thought it was the Americans 
who do not know where New Zealand is. (Although 
Fire and Movement #41 did mention New Zealand 
Maoris: there are another kind?) So perhaps our 
cousins across the Tasman will start speaking with 
American accents to justify ignoring us. 


David Manley 
Dunedin, New Zealand 


Many thanks to readers who, to a man, supported 
Breakout. We received no letters supporting the at- 
tack on Breakout. However we have no desire to 
have an ongoing negative debate and wish to close 
the argument now. — Ed 


AUSTRALIAN 
GAMES 


Games 


Available from — Mind Games (Melbourne) 
Mind Games (Sydney) 


DISTRIBUTION 


STRATEGIC GAMERS (?) 


As moves are being made to incorporate the four 
arms of Australian Gamers (role play, Miniatures, 
Board Games and Computers) under a United National 
Body, let us agree on a name which will gain public 
acceptance. 


The label Wargame is a misnomer for our hobby. The 
term conjures up ideas of the Kriegspiel or of Military 
Manoeuvres, both actual training in strategy and tac- 
tics for war. This is far from a gamer’s purpose in 
playing, indeed, intellectual challenge, mental stim- 
ulation and historical knowledge is what our hobby 
promotes, not violent pursuits and greedy acquisition. 


Let us be known as Strategic Gamers. The term en- 
genders mental capacity, craft and skilful command. 
It will promote our pastime to the public at large and 
remove the first bad impression conveyed by the term 
Wargame. 


T G Bower 
Toowoomba, Queensland 


Our American friends came up with Adventure Gam- 
ing for public consumption, though most gamers still 
treat the term with derision. We thought about it for 
a while but have stuck with just Gaming, and no 
adjective. Your suggestion has merit; the only prob- 
lem | can see is that some people might be confused 
by the double sense of the word strategic (i.e. vis 
a vis tactical). What do readers think? -Ed 


IRREGULAR DIXON 
ESSEX ROSE 
PETER LAING BARTON 
CHAS C. STADDEN GALLIA TORE RELESSED AT TE 
LAMMING BORBUR CANBERRA CONVENTION 
BLACK BARON PHOENIX 
SKT ERRINGTON BOXED GAMES REE 
CAMPAIGN MILTRA Napoleon’s Italian Campaign $22.95 
H-R PRODUCTS COMBAT SERIES Napoleon’s Peninsula Campaign $22.95 
TABLE TOP PLATOON 20 Napoleon’s Russian Campaign $22.95 
TINY TROOPERS TRADITION Sak aes ae $19.95 
DONNINGTON MICRO MOLD Sane alas $19.95 
ENSIGN HEINZ DIETER Crisis in the Uk ss (WWII) $37.95 
HAI SCHLINGELHOF Brea 
ALBATROS NOORDZEE National piberavon Ered unedenn) $29.95 
NEWBURY WRG Advance airmail copies available now by 
ENDLESS GAMES RECON MANUAL aie ae es a 
J ceiaciecaeines Blank Counters (4 colors Piece quality) $10.95 
COMPLETE RANGE OF ALBION SCOTT Counter Trays (set of 3 with snap-on lid) $9.95 
MODELBOOKS Transparent dice $1.35 
PLUS 


Last Grenadier (Brisbane 
Simulations (Perth) 


Send to P.O. Box 117 
Moreland. 
Victoria. 3058, 


What’s New 
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with Grant Garraway 


The biggest piece of commercial games news in Aus- 
tralia in 1984 is undoubtedly the demise of Australian 
Atari video game distributor Futuretronics Australia 
Pty Ltd. The Melbourne Herald (Nov 8 84) reported 
the group had gone into receivership and that “it could 
owe more than $3 million’. The ultimate position of 
unsecured creditors will depend on whether a take- 
over can be arranged by the receiver managers. 


Stocks of Atari products are not expected to be in 
short supply for Christmas sales since major retailers 
have placed orders which will be honoured. 


kekkn 


The Grenadier magazine has announced a change 
of distributors in Australia and New Zealand. The 
Australian distributor is now Ventura Games and the 
New Zealand distributor is Blackwood-Gayle. 


xen 


Jedko Games are involved in a new distribution ar- 
rangement for Colecovision products. These games 
have had poor penetration in the Australian market 
to date and have the potential to do much better — 
it will be interesting to see if marketing by companies 
already involved in gaming for years will help lift sales 
or whether Colecovision proves a “white elephant’. 
Jedko’'s partners in this venture are Chess Sales and 
Peter Loughman. 


Steve Jackson Games have an interesting gimmick 
to promote their highly successful Car Wars game. 
Car Wars has sold over 90,000 copies worldwide and 
SJ Games has included a certificate in the 100,000th 
copy which entitles the winner to a copy of every 
game in the SJ Games range — a total of $US525 
worth — not a bad prize. 


xeettne 


The success of the Trivial Pursuit game has been 
enormous over recent months and the inevitable spin 
off games are surfacing in the US. The current range 
includes Sexual Trivia , Bible Search , Power Trip , 
Trivia Puzzle ,Celebrity Trivia ,Biblical Trivia ,Teen 
Trivia , andTV Guide Trivia . How many of these are 
successful and will eventually appear on our side of 
the Pacific is not known. 


whakk 


A new fantasy magazine has been announced for 
publication in 1985 by QFA Enterprises of Queens- 
land. | hope to have full details in the Breakout Ref- 
erence Edition due out in January, however QFA 
proposes a 48 page monthly, with a colour cover 
— an ambitious project indeed. 


keane 


Jedko Games has announced it is dropping spon- 
sorshio of the 1985 Phantastacon Convention due 
to difficulties in coming to suitable arrangements with 
the organisers. Phantastacon has had difficulty in 
securing a continuing main sponsor over recent 
years. 


In what is believed a related move, Jedko has also 
announced that it has ceased to distributeMultiverse 
magazine published by Adventure Simulations. 


kkuknh 


Australian Games Distribution has announced the 
intended release of two new ranges of games at the 
Canberra Convention in January 1985. They include 
3 new Napoleonic boxed games from Game Theory 
& Design, and 3 new games from Centurian Games 
(Silo 14, Gela Beachead and Crisis in the Ukraine). 


akKkne 
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1984 NEWCASTLE 15MM 
ANCIENTS CONVENTION 


The convention held over the October long weekend 
for the three days finishing Monday 1st October, was 
a great gathering of serious wargamers. Competitors 
from Queensland, Victoria, Canberra, Sydney and 
NSW country areas combined to make it one of the 
best represented conventions ever. 


In all 50 ancients, 6 Napoleonic and 80 D&D players 
fought for a variety of trophies and open order prizes 
from business houses. The mechanics of the ancients 
competition were structured so that each player 
fought 6 rounds. The first 2 were drawn at random 
by our guest umpire Mr Phil Barker, who was flown 
out from England sponsored by the host club, the 
Newcastle Wargames Society. To ensure that no two 
members of the sarne club fought each other in the 
first two rounds the entry cards were separated 
accordingly. The rationale was that interstate players 
did not travel great distances to end up facing a fa- 
miliar face on the opposite side of the table. 


Rounds 3 to 5 were drawn on the modified Swiss 
Chess system, with the top 2 players pairing off right 
down the line. The only exceptions were that players 
previously having fought each other in earlier rounds 
drew the next highest player instead. Round 6, the 
final, was strictly the top 2 players followed by the 
next 2. In this final round the host club drew opponents 
in games 2, 3, 4, 5, 6. Games 4 and 5 were fought 
exclusively by host club members, which meant that 
two would certainly be eliminated from trophy 
contention. 


The scoring system used was devised by Newcastle 
as follows. Tota! points left plus all the opponents 
losses to give a value between 0 and 2700 (each side 
started with 1350 points). The total was then com- 
pared to the primary score table of... 


0 Loss under 1000 pts 

1 Loss 1001 to 1200 pts 
2 Draw 1201 to 1400 pts 
3 Win 1401 to 1500 pts 
4 Win 1501 to 2000 pts 
5 Wipeout over 2000 pts 


A further twist was a half point bonus for looted bag- 
gage available to scores of 3 and 4 (5 assumes bag- 
gage looted). In the event of ties throughout the 
rounds the secondary casualty scores were accu- 
mulated to use as a countback. 


The two leading players in the final round were so 
evenly matched that they fought a draw with casualty 
points 1348 to 1352; you cannot get much closer than 
that! 


The terrain used was in accordance with WRG rules 
from a set number of pieces supplied by Newcastle. 
The tables were 4 x 3 ft and were ruled up to show 
the sectors and deployment areas. 


The two special trophies offered, the Most Convinc- 
ing General supplied by Brigadier and the Mayhem 
award by The Tin Soldier. The first was for the quick- 
est, cleanest defeat over the enemy and was col- 
lected by Colin Scott of Newcastle. The Mayhem 
award was picked up by Claude Orban from Sydney 
for the largest number of melee casualties inflicted 
by one unit on another in a period. 


There were some very good games all weekend and 
Phil was suitably impressed by the whole convention. 
His comments were very encouraging: he said the 
standard of play and tactics were excellent, games- 
manship superb and the organisation of the conven- 
tion a credit to the host club. 


Phil also had some interesting problems to solve as 
umpire. One that stands out was an interpretation of 
the interpenetration clause. Apparently one unit 
wished to interpenetrate not front to rear or vica versa 
but parallel to the front rank. Phil is compiling notes 
on his visit to Australia for certain publications back 
home and took a very close look at the mechanics 
of our convention. He supervised the scoring and 
participated in the draws for players. For the benefit 
of wargamers who could not make it to Newcastle 
our Society decided to send Phil on walkabout and 
arranged visits to Canberra, Melbourne and Sydney 
before his flight home. This is our contribution to foster 
goodwill and promote the hobby generally. 


A$5 ahead banquet was given for Phil on the Sunday 
evening and he enlightened us all on the forthcoming 
7th edition rules. Gone are the reaction tests and 
more emphasis placed on fatigue and “loyalty of ally 
generals” who could be treacherous. The informal 
talk was held in the function room of the local pub 
and questions from the floor were spirited. 


There are some real gentlemen wargaming today, 
people who you can learn a lot from and not mind 
the thrashing they dish out. This is because of the 
way they play-the game, with quiet confidence and 
with an easy to get on with style which makes these 


players stand out. | have to mention those who come 
to mind ... Barry Hayes, Gary Wells and Ken Lai 
from Sydney, John Ball from Parkes, Hugh Tolhurst 
and Dave Smith from Melbourne, lan Riley from Wool- 
longong, Kevin Flynn from Brisbane and Phil Clark 
from the ACT. Newcastle has its share of such easy 
style gentlemen including Warren Headley, Greg 
Heathcote, Ron Elsley, Murray Evans, Steve Whea- 
tley and Graeme Ralph. 


Phil Barker is a fine ambassador for the hobby and 
left us to visit Canberra on the Tuesday. | am sure 
that we all felt the benefit of his presence over the 
weekend. 


The top ten list of competitors armies used and plac- 
ings ... 


B Hayes 26 12502 Palmyran 

S Wheatley 24 11643 Asiatic Succ. 

C Scott 24 11609 Late Imp. Rome 
G Tillitzki 24 10696 Arab Conquest 
| Riley 23.5 10776 Japanese 


M Middleton 21 
H Tolhurst 21 
P McKellar 19 
N Saddler 19 


10867 Yorkist 

10478 Ghaznavid 
9952 Cammilan Roman 
9339 Palmyran 


2nd Australian Open 
Boardgames Teams 
Championships 


The abovementioned event was held over the Oc- 
tober Long Wekend (29th Sept-1st October). To the 
best of my knowledge it is the only event of its type 
in the world. In all, six teams entered from South 
Australia, New South Wales and the ACT. The Aus- 
tralian Design Group Team of Harry Rowland, Greg 
Pinder and Sheldon White won the event with a score 
of 70 out of a possible 90 and received individual 
trophies as well as the new Perpetual Trophies do- 
nated by Avi Solomon. The New South Wales (NWA) 
team of Peter Cebokli, Noel Young and Nigel Slater 
ably assisted by Sharon Brandstetter of the ACT 
came second, with 63 points, receiving a voucher 
kindly donated by The Games Cupboard. The best 
individual result was by Harry Rowland, with a score 
of 28 out of 30. The Most Improved Player was Paul 
Sjollema. 


Avi Solomon 


MIND GAMES 


SPECIALS ! SPECIALS! 
FANTASY GAMES MINIATURES WAR GAMES 
WAS NOW| WAS NOW JWAS NOW 
$26.95 BERSERKER | $18.951$7.50 GORN DD $5.25 9$39.95 ARMOR $27.95 
$3.90 BREAKIN AT THREE — $2.751$7.50 HYDRAN LANCER $5.25 1$19.90 DESERT RATS $13.95 
KILOMETER ISLAND $3.85 FA56 — TYRANOSAURUS $2.70 [$19.95 IMPERIAL INFANTRY $13.95 
$10.95 HOMES & HOVELS $7.65 REX CHARGING SQUAD 
$2.90 NIGHTMARE MAZE OF  $2.059$3.85 FA57 — TRICEROTOPS — $2.70 9$18.95 KANEV $13.25 
JIGRESH CHARGING $21.75 TEXAS REVOLUTION $15.25 
$11.95 THIEVES GUILD II $8.351$7.95 CAMP MAP $5.55 MAGAZINES 
$4.95 TRANSYLVANIA $3.4591$2.75 FM22 — ORIENTAL OGRE $1.95 Twas NOW 
$8.95 VOG MUR $6.251$1.00 FM52 — RABBITS (4) $0.70 13.95 SPACEGAMER #28 $9.75 
$15.95 ALL THE WORLD'S $11.158$1.95 FM54 — MUSHHOG $1.35 13.95 SPACEGAMER #34 $2.75 
MONSTER VOLUME II $1.00 FM75 — HUGE SPIDER $0.70 f¢3.95 SPACEGAMER #45 $9.75 
$4.95 OF SKULLS & $3.45 $3.95 SPACEGAMER #63 $2.75 


SCAPFAGGOTS GREEN 


SCIENCE FICTION GAMES 


WAS NOW 
$12.95 AIR-EATERS STRIKE BACK $9.05 
$34.50 AMOEBA WARS $24.15 
$7.50 ARTIFACT $5.25 
$6.90 CRUCIS MARGIN $4.85 
$4.95 ENCOUNTERS IN THE $3.45 
VENTURA QUADRANT 

$9.50 ESCAPE FROM ALTASSAR $6.65 

$29.95 HOVERTANK $20.95 

$8.95 HYDRA $6.25 

$5.95 INVASION OF THE AIR $4.15 
EATERS 

$9.95 PORT XANATATH $6.95 

$24.95 STARLORD $17.45 

$11.95 SUPERHERO 2044 $8.35 

OWS $25.50 U.S.S. ENTERPRISE DECK $17.85 
SS PLANS 

$9.50 ULTRAWARRIOR $6.65 

$8.95 URAGYAD'N OF THESEVEN $6.25 
PILLARS 

$9.50 WARRIORS OF BATAK $6.65 

$7.95 YTHRI $5.55 

COMPUTER SOFTWARE 

$56.75 PANZER-JAGD (D) — ATARI $39.95 
(48K) 

$56.75 PANZER-JAGD (D) — COMM $39.75 
(64K) 

$39.50 SPACE COWBOY (D) — $27.65 
ATARI (48K) 

$24.95 TIMEBOMB (CASSETTE) — $17.45 
SPECTRUM (16K) 

$52.95 TITLE BOUT (D) — ATARI $37.05 


(48K) 


AUSTRALIA’S PREMIER 
GAMES STORE 


NOW AT SIX LOCATIONS 


SYDNEY 


MELBOURNE 

, MidCity Arcade 
200 Bourke St. 
Ph.(03) 663 4603 


STH. YARRA 
593 Chapel St. 
Ph.(03) 241 7745 


CANTERBURY 
103 Maling Rd. 
Ph.(03) 836 2080 


FRANKSTON 
6 Thompson St. 
Ph.(03) 783 8054 


MALVERN 
275 Glenferrie Rd. 
Ph:(03) 509 3174 


WESLEY ARCADE 
135 Castlereach St. 
Ph.(02) 287 8892 
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THE ARMIES OF 1813 


Part 1 The Army of Bohemia 


by Robert Walker 


This is the first in a series of articles on the 
armies of the various nations that fought in the 
latter months of the 1813 campaign in Germany. 


The first Army | will deal with is the Army of 
Bohemia. 


My main aim is to give orders of battle and 
organization of the armies and the lower for- 
mations of which they constituted. 


Ever since | commenced wargaming in the 
Napoleonic era, | have been and still am frus- 
trated by the lack of detailed hard information 
of this kind. Advancing from the Quarrie, New 
Hope Design and WRG rules with 15mm and 
25mm figure systems of gaming to that of Em- 
pire 3rd Edition and using Ros and Heroics 1/ 
300 scale (5mm) figures, the larger more signi- 
ficant and real level of Napoleonic Warfare is 
now open to table-top games! (I prefer the term 
simulation) 


This necessitates the study of military forma- 
tions and organizations from the Army Group 
level right down to how many companies there 
are in a battalion of infantry, and furthermore 
how the chain of command operated. 


Over the years | have accumulated the infor- 
mation to present in this article. However | re- 
gret that all my sources are based on the 
research of others and | have had no direct 
contact with primary sources. Therefore what 
| present is limited by the accuracy and depth 
of detail provided by hopefully better informed 
researchers. The strengths of most units at 
battalion and regimental level are averages for 
most units. In the case of Austrian Regimental 
compositions all | know is that most had 2 bat- 
talions in this period but as indicated, in some 


divisions there were regiments with 3 battal- 
ions. My unconfirmed suspicions are that the 
third battalions were Landwehr troops. 


The Prussian Second Corps posed a problem 
in the number of guns and the cavalry allo- 
cation, therefore | have given 2 organizations 
for that Corps at 2 different times. My suspi- 
cions are that organization A does not account 
for the guns and cavalry within the Infantry 
Brigades. The Line and Reserve Regiments 
each had 3 battalions and the Landwehr Reg- 


iments had 4 battalions. In the earlier period | 


(August 1813) the average strength of a Land- 
wehr battalion was 650 men. 


The Austrian formations are as at September 
1813 and at Leipzig, October 1813. The Rus- 
sian forces are as at August 1813 and as at 
the battle of Leipzig. 


The Army of Bohemia commanded by Prince 
Karl Philipp Von Schwarzenberg was made up 
of 5 Austrian Corps and 1 light Division. The 
commander of the Russian Armies of the Army 
of Bohemia was General Prince Barclay de 
Tolly. The Russian forces were 4 Infantry 
Corps and 2 Cavalry Corps. The Prussian 
forces were 1 Corps and the Prussian Guard 
Division. GdK Ludwig Wittgenstein com- 
manded the Russian | and I! Corps and the | 
Cavalry Corps and Kleist’s II Prussian Corps. 
Grande Duke Constantine commanded the re- 
maining units as the Russo-Prussian Guard 
and Reserve. 


The Austrian forces at best only had about one 
third of their number fully trained. The rest were 
conscripts and Landwehr. Their overall quality 
was such that they were unable to perform fully 
deployed in line as per the regulations of 1807, 
but rather relied on column attacks. They were 


poorly equiped and scantily clothed and shod. 
All they wanted to do was avoid defeat rather 
than struggle for victory. 


The Russian troops were largely veterans of 
the 1812 campaign. They were accustomed 
to the rigours of campaigning and though their 
units were severely weakened by attrition, they 
still functioned efficiently. The Russian soldier 
never expected to return to civilian life, there- 
fore the battalion was his home, the anchor- 
point of his existence. 


The Prussian troops were animated by re- 
venge and the desire for German liberation. 
Wherever there were Prussians, the fighting 
was at its most vicious; they were stubborn in 
defence and had the same drive and elan as 
the French did in the attack. 


The diversity of temperament, nationality and 
organisation was a major weakness of this 
Army. In addition to this Schwarzenberg as “ 
... the Commander in Chief who had 3 mon- 
archs at his headquarters and still managed 
to best the enemy!” 


One of the most interesting features of the 
1813 Leipzig Campaign was that the Allies 
overcame the problems of diversity sufficiently 
to concentrate enough forces at Leipzig to 
withstand Napoleon’s counter-attacks. Even- 
tually they ground him down in a 3 day battle 
of attrition and sent him back to France with 
another shattered Army. 


The following tables describe the Army of 
Bohemia. 


Austrian Officer Designations:— 


FM — Feldmarshall = Field 
Marshall 
FZM — Feldzugmeister = Full General 
GdK — General der = Full General 
Kavalerie (Cavalry 
arm) 
FML — Feldmarshall- = Lieutenant 
Leutnant General 
GM — General- = Major 
Feldwachtmeister General 


Other abbreviations: 


|.R. = Infantry Regiment 
Regt = Regiment 
Bn = Battalion 


TABLE 1 


AUSTRIAN 1st CORPS < FZM COLLOREDO 


SEPTEMBER 1813 


1st DIVISION « FML_ HARDEGG 

BRIGADE = DEUTSCH BANTER 
GRENZER I.R. 

CAV. BRIGADE < HESSEN HOMBURG HUSSARS 
RIESCH DRAGOONS 

2nd DIVISION < FML WIMPFEN 


2 battalions 
1,190 men/bn 


TABLE 2 


AUSTRIAN II CORPS - GdK Graf MEERVELDT 


AT LEIPZIG 
(16«18 October 1813) SEPTEMBER 1813 AT LEIPZIG 
ist DIVISION — FML LEDERER 
BRIGADE — GRADISKANER 2 battalions 2 battalions 
GRENZER CLR. 8 1,009 men/bn 799 men/bn 


600 troopers 


600 troopers eae 


BRIGADE — KIENMAYER HUSSARS 
JOHANN DROGOONS 


Information only states 8 squadrons 
totalling 1,000 troopers in Brigade 


12 battalions 12 battalions 

1,000 men/bn 546 nen/on 

I suggest each Brigade had 6 battalions 
3 per Regt and 2 per Regt respectively 


3lb Brigade Battery probably with the ist Division 


eer ean ee yo ber ee Scents, same: HUMBER 2nd DIVISION ~ FML A. LIECHTENSTEIN 
EVAUX I.R. 2 Regts of 3 bns of battalions BRIGADE —  KAUNITZ LLR. 
rest of 2 bns average strength ae emnes 
BRIGADE < ARGENTAU I.R. average strength now 880 men/bn : He COO EDS belt 
ERBACH I.R. 1,190 men/bn BRIGADE ~ VOGELSANG I.R. 
REUSS-GREIZ I.R. 
3rd DIVISION « FML GRETH RAINER LANDWEHR 
BRIGADE < LIGNE I.R. 9 battalions average strength 
CZARTORISKI I.R. i RGR of SCRE. “Woe G00 GEE) on CORPS ARTILLERY 9NS AT “SEPTEMBER, 1013 
rest of 2 bns eae. 
BRIGADE < GYULAI I.R. average strength 3 3gun 


REUSS=PLAUEN I.R. 1,190 men/bn 


CORPS ARTILLERY ALLOCATION AS AT SEPTEMBER 1813 


1 S5gun 


2 6gun 


4 8gun x 6lb Brigade Batteries 1 for each Line Inf. Brigade 


1 6gun x 61b Cavalry Battery 


1 5gun x 61b Position Battery either in Reserve or with a Line Division 


2 6gun x 121b Position Batteries in Corps Reserve 


x 61b Brigade Batteries probably with Line Infantry Brigades 
x Sit Tavalry Battery with the Cavalry Brigade 

1 6gun x 61b Position Battery with Reserve 
x 12lb Position aatteries with Reserve 
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TABLE 6 


AUSTRIAN ARMY RESERVE COPRS < ERBPRINZ Von HESSEN HOMBERG 


TABLE 3 SEPTEMBER 1813 AT LEIPZIG 
; : 1st DIVISION « WEISSENWOLF 
AUSTRIAN III CORPS — FZM Graf GYULAI BRIGADE < CZARNOSKY Grenadier Bn 1 000 men/bn Strength down 
SEPTEMBER 1813 AT LEIPZIG OBEMEYER Grenadier Bn to 625 men/bn 


BERGER Grenadier Bn 


1st DIVISION = FML CRENNEVILLE ORLOPERTA Grefadice Gi 


BRIGADE = WARASDINER GRENZER ILR, 2 bns per Regt 5 z 
ST. GEORGE GRENZER I.R. 1,115 men/bn 539 «m2n/bn RIGROE aoe hana iss 
CAV. BRIGADE = KLENAU CHEVAULEGER 750 troopers Suggest 600 FISCHER Grenadier Bn 
ROSENBERG CHEVAULEGER 750 troopers troops each RUEBEK Grenadier Bn 
2nd DIVISION < FML MURRAY 
ene. DIVISION. FM. 2nd DIVISION « 
BRIGADE < LUDWIG T.R. 2 bns per Regt 8 battalions SR IGR BE een ey ore 
BRIGADE = GAanACeY ap 1,115 men/bn 5a ceaibn MANSFELD 25 Rs Bn strength 
I. GYULAI LR. i BRIGADE «< HESSEN ‘fodishae fo 2, 1 000 men/bn down to 600 men 
: Re SIMBSCHEN I.R. 
BRIGADE - ESTE wR. 
3rd DIVISION + FML PRINZ PHILIPP SST ra 
BRIGADE < KOTTULINSKY I.R. as per as per = ee 
KATER I.R. 2nd Division 2nd Division ; 
BRIGADE < KOLLOWRAT I.R. COTRASSIEN, DIVISION = Ful NOSTIT 


FROELICH I.R. BRIGADE = ROTHKICH 3 600 troopers 


CORPS ARTILLERY AS AT SEPTEMBER 1813 giving 600/Regt 


4 8gun x 61b Brigade Batteries 1 for each Brigade of Line Infantry 
1 6gun x 61b Cavalry Battery with Cavalry Brigade 


BRIGADE = AUERSPERG 
[Insufficient information for names of 


sgh : Regts 
1 6gun x 61b Position Battery with Reserve 
BR < hasy: 
2 6gun x 121b Position Batteries with Reserve eee KUTTALECK on eae Gives 33 squadrons of Heavy 


ARTILLERY 
2 8gun x 61b Brigade Batteries with 1st Division 
3 Bgaun x 61b Brigade Batteries with 2nd Division 


3 6gun x 61b Cavalry Batteries 1 with each Heavy Cavalry Brigade 


AUSTRIAN ARMY RESERVE ARTILLERY = FML REISNER 


a I I ee Ea a EO ne —_—-- 


AS at SEPTEMBER 1813 it was organised into 3 Brigades 
1 8gun x 31b- Brigade Battery 


5 6gun x 61b Horse Batteries 
2 6gun x 61b Position Batteries 
TABLE 4 4 6gun x 121b Position Batteries 
2 6gun x 181b Position Batteries 
AUSTRIAN 1st LIGHT DIVISION = FML M LIECHTENSTEIN Total of 36 guns 
SEPTEMBER 1813 AT LEIPZIG At LEIPZIG sources make the Austrian Army Reserve Artillery at 14 Foot Batteries 

and 4 Horse Batteries with a total of 108 to 112 guns 

BRIGADE < 1st Jaeger Bn 720 men 

’ end Jaeger Bn 720 men Only figures 

KAISER CHEVAULEGER 6 sqdns @ 128 men indicate Divisional 
BRIGADE < 7th Jaeger Bn 720 men strength of 


BRODER GRENZER I.R. 1 bn of 1 200 men 4 500 men 
VINCENT CHEVAULEGER 6 sqdns @ 128 men 
LEWENEHR DRAGOONS 4 sqdns @ 128 men 


ARTILLERY 1 x 31b gun Brigade battery 
1 x 61b gun Cavalry battefy 


TABLE 7 


RUSSIAN ARMY CORPS < GdK WITTGENSTEIN 


: AUGUST 1813 AT LEIPZIG 
I_ INFANTRY CORPS < GORTSCHAKOV 
14th DIVISION 
BRIGADE « TENGINSK I.R. 2 bns per Regt 
ESTHLAND I.R. 
BRIGADE < 25th Jaeger 651 men/bn 271 men/bn 
TABLE 5 26th Jaeger 
AUSTRIAN IV CORPS <= GdK GRAF KLENAU 5th DIVISION 
BRIGADE « 23rd Jaeger 2 bns per Regt 
SEPTEMBER 1813 AT LEIPZIG 24th Jaeger Total of 13 bns 
1st DIVISION < FML_ FREIHERR v MOHR BRIGADE « PERM I.R 
BRIGADE < WALLACHIAN GRENZER I.R. 2 bns per Regt MOGILEV I.R. 676 men/bn 271 men/bn 
ILLYRIAN GRENZER I.R. 1 160 men/bn BRIGADE « SJEWSK I.R. 
CAV. BRIGADE < HOHENZOLLERN CHEVAULEGER References only KALUGA I.R. 
PALATINAT HUSSARS indicate 14 sqns KATHERINA Bn no further information available 
FERDINAND HUSSARS totalling 2 000 
troopers II INFANTRY CORPS < EUGEN V_ WUERTTEMBERG 
2nd DIVISION < FML HOHENLOHE<BARTENSTEIN 4th DIVISION 
BRIGADE < J COLLOREDO I.R. 2 Regts of 3 bns BRIGADE = Nth Jaeger 4th Division only 
ZACH I.R. 2 Regts of 2 bns 34th Jaeger had 10 bns with 
BRIGADE =< WUERTTEMBURG I.R. 1 160 men/bn 650 men/bn 537 men/bn 
LINDENAU I.R. BRIGADE « TOBOLSK I.R. Strength down to 
MINSK I.R. 2 Regts must have 236 men/bn 
3rd DIVISION < FML FREIHER v MAYER only had 1 bn 
BRIGADE < A. LIECHTENSTEIN I.R. 2 Regts of 3 bns BRIGADE < VOLHYNIA I.R. 
KOBURG I.R, 2 Regts of 2 bns KREMENTSCHUG I.R. 
BRIGADE < CARL I.R. 1 160 men/bn 600 men/bn 
KERPEN I.R. 3rd DIVISION 
BRIGADE < 20th Jaeger 2 Battalions Strength down to 
ATTACHED 21st Jaeger per Regt now 236 men 
CAV. BRIGADE < KAISER CUIRASSIERS Insufficient information on this 549 men/bn 
Brigade BRIGADE < WUROM I.R. 
O'REILLY CHEVAULEGER But 2 sources confirm its existence REVAL I.R. 
or another with IV Corps BRIGADE <« TCHERNIGOV I.R. 
Cuirassier Regt SELENGINSK I.R. 
CORPS ARTILLERY AS AT SEPTEMBER 1813 A 
4 8gun x 6lb Brigade Batteries 1 for each Line Infantry Brigade 
1 6gun x 61b Cavalry Battery attached to 1st Division Cav, Brigade ARTILLERY 
1 6gun x 61b Position Battery with Reserve Each Corps had 3 x 12gun batteries 


2 6gun x 12lb Position Batteries with Reserve One 121b battery in each Corps 
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TABLE 10 


RUSSO=PRUSSIAN GUARD 


TABLE 8 AUGUST 1813 AT LEIPZIG 
IIT INFANTRY CORPS < LT GEN RAEVSK[ 
RUSSIAN I CAVALRY CORPS « Lt.Gen. PAHLEN III 
2nd GRENADIER DIVISION 
AUGUST 1813 AT LEIPZIG 3 BRIGADES KIEV 12 bns 
1st HUSSAR DIVISION MOSKVA 2 per Regt 
BRIGADE < GRODNO HUSSARS ASTRAKHAN GRENADIER 563 men/bn 375 men/bn 
SUMY HUSSARS 19 squadrons 400 troopers FANGORTA I.Rs. 
per Regt SIBERIAN 
BRIGADE + OLWIOPOL HUSSARS 138 troopers LITTLE RUSSIAN 
LUBNY HUSSARS per squadron 
BRIGADE = TSCHUGUJEW UHLANS 16 squadrons 400 troopers 1st GRENADIER DIVISION 
SERPUCHOW UHLANS 121 troopers per Regt 3 BRIGADES ARAKCHEEV 12 bns 
TARTAR UHLANS per squadron EKATERINOSLAV 2 per Regt 
TAURIEN GRENADIER 600 men/bn 375 men/bdn 
DON COSSACK "BRIGADE" 4 Regt 400 men ST PETERSBURG I.Rs. 
each KERNOLM 
PERNAU 
CORPS ARTILLERY 
6th Battery of 8 guns V_GUARD INFANTRY CORPS — YERMOLOV 
7th Battery of 12 guns 
1st GUARD DIVISION 
BRIGADE PREOBRACHENSKI I.R. 3 bns 352 men/bn 
SEMENOWSKT I.R. 653 men/bn 
e 
BRIGADE ISMAILOWO I.R. 3 bns 653 men/bn 
LIEB GARD JAEGER I.R. 3 bns 480 men/bn 
Guard Marine Equippage Battalion 1 bn 400 men 
2nd GUARD DIVISION 
BRIGADE PAVLOV GUAR) GRENADIER 3 bn 
FINNLAND (JAGER) 2 bn 
TABLE 9 600 men/bn 352 men/bn 
BRIGADE LIEB GRENADIER I.R. 3 bn 
PRUSSIAN II CORPS < Generalleutnant KLEIST LITHUANIAN 2 bn 
ORGANIZATION A < AT LEIPZIG PRUSSIAN GUARD DIVISION 
BRIGADE 1st FOOT GUARDS 3 bns 
10th BRIGADE < PIRCH (3,137 MEN) 2nd FOOT GUARDS 840 men/bdn 553 men/bn 
2nd WESTPRUSSIAN I.R. 2 x Garde Jaeger Coys 2 Coys 420 men 276 men 
7th RESERVE I.R. CAV. BRIGADE GAKDE DU CORPS BRIGADE Total 8 sqdrns_ 187/sqdrn 


9th SILESIAN LANDWEHR 
9th BRIGADE « von KLUX (4,519 MEN) 
1st WESTPRUSSIAN I.R. 
6th RESERVE I.R. 
7th SILESIAN LANDWEHR 
12th BRIGADE < 
2nd SILESIAN I.R. 
11th RESERVE I.R. 
10th SILESIAN LANDWEHR 
Gen.Maj. von ZIETEN 
1st SILESIAN I.R. 
10th RESERVE I.R. 
8th SILESIAN LANDWEHR 


11th BRIGADE < 


RESERVE CAVALRY < Major v ROEDER (2,713 troopers) 


BRIGADE < EASTPRUSSIAN CUIRASSIER 
BRANDENBURG CUIRASSIER 
SILESIAN CUIRASSIER 
BRIGADE < SILESIAN UHLANS 


1st SILESIAN LANDWEHR Cav. 
7th SILESIAN LANDWEHR Cav. 
8th SILESIAN LANDWEHR Cav. 


RESERVE ARTILLERY 


Prinz AUGUST v PREUSSEN (3,046 men) 


LT CAV BRIGADE 


200 troopers/ 
sqdrn 


ARTILLERY OF RUSSO-PRUSSIAN GUARD CORPS 


III CORPS 3x12 gun Batteries 


Prussian Guard Division 


V CORPS 3x12 gun Batteries 


1 x 8 gun Battery (Guard) 


Prussian Guard Cavalry Brigade - 1 x 8 gun Horse Artillery Battery (Guard) 


Russian Guard artillery ~ 16 guns 


RUSSIAN ARMY RESERVE ARTILLERY 


2 Guard Batteries 
3 Line Foot Batteries 


6 Foot and 2 Horse Batteries totalling 64 guns 


(For more on these units see Table 9) 


ORGANIZATION B < AUGUST 1813 


10th BRIGADE (8,026 men) < 16 bn : 4 squadron 
9th BRIGADE (8,021 men) < 10.5 bn : 4 squadron 
12th BRIGADE (7,172 men) =< 10 bn ; 2 squadron 
11th BRIGADE (8,743 men) < 10.5 bn : 6 squadron 


CAVALRY RESERVE 


BRIGADE < 2 LANDWEHR Regt 
BRIGADE < 3 LIGHT Regt 
BRIGADE < 3 CUIRASSIER Regt 


RESERVE ARTILLERY 
64 guns and 2 pioneer companies 


Total Corps strength : 37,800 men and 96 guns 
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4 Horse Artillery Batteries 
Total 94 Guns 


TABLE 11 
RESERVE CAVALRY 


AUGUST 1813 AT LEIPZIG 


IT CAVALKY CORPS = LT GEN GALITZIN 


: : pe 2nd CUIRASSIER DIV{SLON 

8 vin HRIGADS — P34 CULRASSIERS 
Sauna GLUCHOW CUIRASSIERS 

: BRIGADE = EKATERINOSLAV CUIRASSIERS 


ASTRACHAN CUIRASSIERS 
GUARD LIGHT < 


GARDE UHLANS 
DON COSSACKS 


BLACK SEA COSSACKS 
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GARDE HUSSARS 
GARDE DRAGOONS: 


14 squadrons 
132 troopers 
per squadron 


The figures for this 
formation at Leipzig 
only indicate from 

7 000 to 8090 


22 Squadrons 
106 troopers 
per squadron 


4 Regts, cavalry with no 
strengths not break up to sub unit 
available strengths. 


August 1813 strength 
totalled 10 400 men, 


Johnson, George — Napoleonic Armies, Arms and 
Armour Press RAFM publications 1978 


Petre, Floraine — Napoleon's Last Campaign In 
Germany, Arms and Armour Press 1974 
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5mm 
FIGURES 


by Rob Walker with Peter Newton 


Ever since | began using the Heroics & Ros 
5mm Napoleonic figures with Empire rules, 
people have constantly inquired on how they 
should set up their units and what scales to 
use for this system. This article will attempt to 
answer all queries on scales and modelling 
Napoleonic armies used with Empire 3rd Edi- 
tion, or at least provide enough information for 
you to work out any other problems yourself. 


Five millimetre (1/300th) scale models provide 
a relatively cheap and fast way to build a real- 
istically sized corps or army of the Napoleonic 
period. One packet of the appropriate type 
yields 2 battalions of infantry (with leftovers to 
create lines and squares) or 1 to 1 1/2 batteries 
of artillery. Some 1 to 1 1/2 packets of cavalry 
are required for a cavalry regiment, depending 
on unit strength. At a current retail price of 
$4.95 (from The Depot in Melbourne) com- 
bined with the relatively simple painting scheme 
required, an army can be simulated cheaply 
in time and money. A surprising degree of 


painting quality can be achieved, BUT good . 


or poor quality does not show up when on the 
table (each individual is so damned small!). 


The Empire 3 rules system allows the simu- 
lation of Napoleonic warfare from army down 


Figure A: Battalion Indicator 

to battalion level, but its emphasis is on the 
command control from army through corps to 
divisional level. 


The 5mm scale allows the panoramic and 
grand tactical quality of a Napoleonic battle to 
be achieved by using corps and armies that 
historically existed and fought. The historical 
period becomes accessible to the gamer/sim- 
ulator better than under any other previous 
rules/figure scale. 


Essentially the system is based on the follow- 
ing scales: 


A) The ground scale is 1mm = 2 yards/metres. 
This is a conversion of Empire’s 15mm figure 
scale. To get the 5mm scale, double the 15mm 
distance and call the result centimetres. For 
example, engagement range is given as 9 
inches which becomes 16 centimetres, the 
equivalent of 320 yards/metres. 


B) The most significant difference from other 
rules/figure scale systems (and a digression 
from Empire rules) is that we do not use a 
figure scale. 


Instead of a figure scale we represent the 
strength of a unit (battalion or cavalry regiment) 
by the frontage occupied by the unit's strength 
and formation. The figures are there to make 
the whole show look good. Casualties and 
Strengths are controlled by gamer book-keep- 
ing. The link with the 1 casting to 60 men scale 
in Empire is that the term “casting” is how we 
express a unit’s strength and casualties. Thus 
a 10 casting battalion (600 men) is not shown 
on the table as 10 models but in the gamer's 
casualty roster. The term strength point could 
be used (i.e. 1 strength point equals 60 men). 


Figure B: Column of Double Companies 


Our unit scales are based on an infantryman 
occupying 26 inches of frontage and a cavalry 
trooper 1 yard/metre, thus a 60 man casting 
has a frontage of 7mm if infantry and 15mm 
if cavalry. This is for a 3 rank representation 
of infantry and 2 ranks of cavalry. In 2 rank 
infantry formations (eg. British) the frontage of 
one casting is 9mm. The distances of 26 inches 
and 1 yard are arbitrary distances for the spac- 
ing of formed troops of the period (who really 
knows what they were on the battlefield?). 


Artillery is based on a gun figure scale of 1 
model representing 2 actual guns and this two 
gun section occupies a 15mm base frontage, 
a conversion straight from Empire. Depth of 
the base can be between 15mm and 20mm. 


Also direct from Empire, skirmishers are best 
represented by putting a few models on a base 
of seven times the 7mm formed frontage (ie. 
49mm) and marking the base to allow overlap 
to reduce the frontage to four times the formed 
frontage. 


Semi-skirmishers are simply some figures on 
a base twice as long as that of formed troops. 


The following discussion and diagrams should 
make clear how we actually set up our 
battalions. . 


Most important is the Battalion Indicator Stand 
on which is written the title of the unit. The 
frontage of this stand represents that battal- 
ion’s frontage when in a company column. On 
or next to this stand are placed other stands 
to represent the column, square and line for- 
mations of the battalion. Dots represent the 
approximate number of 5mm models we use 
on each stand type. 


Figure C: Classical French Attack Column 


Figures A, B & C represent the Battalion In- 
dicator Stand for a 3 rank, 6 company, 720 
man (12 casting) battalion. The frontage for 
this unit would be 14mm. If the unit was 600 
men strong (10 casting), the Battalion Indicator 
Stand frontage would be 11mm with 3 models 
as the accepted standard. 


To calculate a Battalion Indicator Stand front- 
age, for example a 540 man, 6 company bat- 
talion (organised in 3 ranks) do as follows: 


540 men / 60 men per casting = 9 castings 
In 6 companies the frontage would be: 


9 castings / 6 companies = 1.5 castings 
company strength (or frontage) 


Therefore: 


1.5x 7mm (frontage for 1 casting) = 10.5mm 
company frontage 


Because of the French battalion’s tactical for- 
mation flexibility, and also for aesthetic rea- 
sons, it is useful to have the column indicators 
split as per Figures A, B & C to allow a classical 
French attack column to be easily portrayed. 
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Figure E: Battalion in square 


For a square simply use leftover models to 
make a “3 sided square” to place on the Bat- 
talion Indicator Stand as per Figure E. 


Austrian battalions did not have the flexibility 
of the French but had a larger strength (up to 


20 castings in the 1809 campaign on the Dan- 
ube) thus occupying a greater frontage. This 


means using more 5mm models to represent 
a battalion which could mean getting only two 
battalions with insufficient leftovers out of a 


In figure D the column stands have been re- 
moved and replaced by a line indicator next 
to the Battalion Indicator Stand, making an in- 
fantry line. The line indicator could be cut in 
half to allow the Battalion Indicator Stand to 
be placed centrally for aesthetic reasons or to 
allow casualties to be removed. 
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packet. Therefore use only 3 ranks of models 
for the column stands as in Figure F. The col- 
umn stands are split as indicated to create a 
double company frontage if you think the Aus- 
trians used this formation enough to allow it 
in a simulation or a game. The ranks of models 


would be spread a little more as they had 6 
companies like the French. 


A more rational use of the stands occurs by 
utilizing the single strip in forming the battalion 
line as in Figure G. Again the line indicator 
could be split to allow reduced strength to be 
represented. 
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Figure G: Austrian Battalions in line. 


Russians and Prussians had only 4 companies 
and never employed a double company front- 
age formation. This means that, besides the 
Battalion Indicator Stand as for the French and 


<<; 
Grenadier 
MILITARY GAMES 


Avalon Hill, SPI, TSG, Metagaming, Yaquinto, 


GDW, Jedco etc. 


Austrians, all you need is the column stand 
which can be on one base and have only two 


ranks of models as shown in Figure H. Once 
again extra models will be required for lines 
and squares. 
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Figure H: Russian Battalion in column 


An important point is that it is not necessary 
to represent every company as a rank of fig- 
ures. If this is done then the area the battalion 
occupies is too large. Usually a 6 company 
battalion column can be represented by 4 or 
5 ranks of models and a 4 company column 
by 3 ranks. 


Because British companies were very small 
and there were 10 of them, it is best to rep- 
resent British battalions in a double company 
frontage for weaker units otherwise it will ap- 
pear on the table as a long, thin red worm. We 
suggest a column depth of 4 or 5 models. 


Cavalry can be shown in either casting front- 
age stands of 15mm or on squadron stands 
with the frontage depending on the strength. 
The stand depth should be as narrow as the 
models allow. 


When gaming or simulating with this system 
as opposed to a figure scale system, casualties 
are kept on a roster, therefore one side cannot 
see the strength of their enemy by program- 
ming that great big satellite in the sky to count 
the models. The models provide unit recog- 
nition and an on-table description of the for- 
mation of a unit. This system therefore 
contributes to limiting the gamer/simulator's 
intelligence to a more realistic level. 


CKERRKXKEKKRWEEOXXUIXXXXXY) We hope, in closing, this article will answer all 
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the questions of those of you who are inter- 
ested or give enough information for you to 
work it out yourself. If anyone wishes to inquire 
personally try telephoning Rob Walker on (03) 
509 3951 or Peter Newton on (03) 288 9195 
(both after hours). If you wish to write, send 
to Rob Walker, c/o PO Box 1053 Richmond 
North, Victoria 3121. 


Good gaming folks and ALWAYS keep a 
reserve! : 
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Napoleonic feature 


by Ray Selfe 


Across the table the cavalry is charging. The 
two regimental lines, riding knee to knee, 
approach each other, spurring the final hundred 
yards into the final contact. 


And then... . they all collide with their opposite 
number and fall on the ground, a pile of broken- 
legged horses and squashed dragoons. 


But that’s not what happens you say — and 
you are right! However if the first paragraph 
is correct, and that’s what war games rules tell 
us, then the second follows automatically. In 
fact the war games rules (and a good many 
battle accounts) are completely in error. . 


The evidence for this startling conclusion was 
discovered using a new research method 
called “Common Sense”. 


By now I’m sure a good many wargamers are 
suffering cultural shock from such radical state- 
ments, because they know that if it isn't written 
down somewhere it isn’t true. This is like the 
medieval clerics who deduced it was impos- 
sible to determine how many teeth a donkey 
had because the answer was not in the Bible. 


A good many eyewitness battle accounts are 
written to stir the emotions. Actual events are 
embellished to create an overall picture and 
to create the mood of what was observed, 
rather than a detailed description. This “ro- 
mantic” picture may have been fine for idle 
readers in earlier centuries, but is useless as 
a tool for research at a tactical level now. 


Other works are usually concerned with grand 
tactical or strategic aspects of Napoleonic war- 
fare, and barely mention tactics. Even when 
tactical incidents are mentioned, these are not 
average performances but the outstanding. 
For example many people interested in Na- 
poleonic warfare will know of the breaking of 
the two French squares by the King’s German 
Legion dragoons at Garcia Hernandez, but few 
know anything else about the battle. 


This publicity on the outstanding (both good 
and bad) can lead to a distortion of what the 
true picture was really like. 


Napoleonic cavalry was divided into two main 
groups: heavy and light. These had distinct 
functions, although these tended to become 
confused in practice. A third type of cavalry, 
Dragoons, had existed as a type of mounted 
infantry, but served during the Napoleonic wars 
as line cavalry, usually heavy cavalry, only 
rarely dismounting. 


Heavy cavalry acted as mobile shock troops. 
Mounted on powerful horses 14 to 16 hands 


Napoleonic 
Cavalry 


high, its function was to destroy enemy units 
by weight of charge. Normally enemy cavalry 
was the primary target, but if infantry or artillery 
presented, these too would be attacked. All 
nations’ heavy cavalry used a long straight 
sword designed primarily for thrusting. 


There were a number of sub categories. 
Though too numerous to mention in detail, 
some armies contained armoured cavalry. This 
armour uSually took the form of breast and 
backplates, or cuirasses, hence the generic 
cuirassiers. The armour was useful in a melee, 
but as the largely unprotected head and arms 
were the areas most frequently wounded, and 
given the discomfort of wearing armour, its use 
was limited. 


The heavy trooper was often, like his mount, 
chosen for his size which gave him a greater 
reach and strength to control the large horse. 
Heavy cavalry in one form or another had ex- 
isted for centuries. 


Light cavalry was a more recent development, 
its growth in the British Army being typical. 


At the beginning of the Seven Years’ War 
(1756-1763) no light cavalry regiments existed 
in the British Army, although 11 Dragoon and 
Dragoon Guard regiments had a light troop 
attached. 


These troops were disbanded after the war; 
but by 1800 no less than 19 regiments of light 
cavalry had been formed, as opposed to only 
one additional Dragoon/Guard regiment. 


Light cavalry were intended for scouting and 
piqueting, but the officers of these regiments 
became as obsessed with the charge as the 
heavy cavalry. Unfortunately this obsession 
was not matched with success. Hussar regi- 
ments in particular advocated the charge and 
drills associated with the charge were prac- 
tised often to the exclusion of all other cam- 
paign tactics. Naturally parade ground 
manoeuvres were also considered the most 
important. 


As the light cavalry, despite their own incli- 
nation, were not supposed to take part in cav- 
alry charges as a general rule, they carried a 
sabre with a curved blade. This weapon was 
unsuited to shock or impact work with the point, 
but was suited to cutting and slashing in a 
defensive role. 


The scouting role of light cavalry was not as 
simple as it sounds and it took time for units 
to develop the skills required. The need for 
accurate information was most important when 
operating in sparsely populated areas or in 
enemy territory, when reliable information was 
usually difficult to obtain. The British light cav- 


alry took years to achieve a reasonable stand- 
ard in this role in the Peninsular War, having 
to learn from scratch. There was no provision 
for learning the requisite skills during peace- 
time, even though they were reason for the 
creation of the light cavalry. 


Light cavalry’s second purpose was the pursuit 
of a retreating or broken army. The cutting 
sabres of light cavalry were ideal for cutting 
down the fleeing enemy. Size and weight were 
no impediment as it was envisaged opposition 
would be sporadic. For pursuit cavalry needed 
to be fresh and disciplined. 


Light cavalry came in a variety of forms which 
varied in dress but not function, with the ex- 
ception of Lancers. Lancers were used in the 
latter stages of the wars by all major nations 
except Britain. Armed with a lance roughly 
three metres long, lancers could be very ef- 
fective since their weapon increased their 
reach considerably. However the lance was 
Strictly a point weapon and thus really only 
effective in a charge. After the initial impact the 
lance was abandoned, or slung, and the sabre 
used instead. Some French regiments only 
equipped the front ranks with lances. 


The lance was often the weapon of irregular 
or hastily trained cavalry; for example, it armed 
all Prussian Landwehr cavalry regiments. lron- 
ically the lancer had only a small target for 
lethal effect; when attacked by lancers other 
cavalry would crouch low over their horses’ 
necks to present the smallest target. 


The lance was most effective against infantry 
since it could outreach the bayonet, whereas 
the sword could not. The lance was also useful 
in dispatching fleeing infantry and could be 
used against those infantry disciplined enough 
to lie down to allow the cavalry to ride over 
them. Lancers could stab, whereas sword 
armed cavalry could not reach the infantry. 
Lancers were also effective in the scouting 
role. 


Lancers had the speed and manoeuverability 
of light cavalry, but if they became involved in 
fighting, the lance could get them out of trouble. 


Cavalry were the fastest arm in a Napoleonic 
Army. Thus it could capture objectives quickly, 
but often had difficulty holding objectives be- 
cause it lacked firepower. Artillery could drive 
cavalry from an objective while keeping out of 
charge distance. 


Infantry were less effective as they had to come 
within charge distance in order to fire on cav- 
alry and were loathe to do so. But in large 
numbers they could force cavalry to withdraw. 


Enemy cavalry could also force a withdrawl. 
This type of task had been the original reason 
for creating dragoons or mounted infantry, but 
by the early 1800s they rarely operated dis- 
mounted, although they would again do so later 
in the 19th century. Cavalry needed infantry 
and/or artillery support to Secure objectives. 


The Horses 


The most important ingredient of a cavalry reg- 
iment was its horses. This may seem obvious 
but the cavalry of several nations underwent 
periods of reduced effectivness due to a lack 
of first rate horses. Some nations were unable 
to mount all the available troopers, particularly 
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in the Iberian campaign. Often horse casualties 
were greater than those of troopers and in hard 
times horses could be eaten. Horses were al- 
ways in great demand. The supply train, the 
artillery, infantry officers, civilian transport and 
agriculture all required horses. 


Suitable horses needed extensive training to 
charge home and ignore the noises of battle 
including those of maimed and dying horses. 
Generally the quality of training appears to 
have been very poor. This was not only re- 
flected in the troopers but presumably in the 
horses. Officers had little to do with training 
and left it to NCOs. We can assume often very 
little training was done at all. 


The standard of training and particulaly discip- 
line in the British Army was certainly poor. This 
led to an arm which could defeat enemy cavalry 
in some circumstancyes but which was gen- 
erally useless after one charge. : 


Organisation and tactics 


The organisation of cavalry units varied from 
nation to nation. British cavalry regiments con- 
sisted of four squadrons, of which three were 
fielded and one acted as a depot. 


The basis of manoeuvre was the squadron, 
usually about 120 men strong. Each squadron 
was divided into two troops. 


Prussian regiments also had four squadrons 
but all were fielded and they were slightly 
smaller being about 100 men. Each squadron 
was divided into two troops. 


The French used a variety of organisations. 
Four squadrons was usual, but most regiments 
in the Grand Armee had five. Each squadron 
had between 120-150 men but in the Guard 
the number of men and of squadrons could be 
significantly greater. 


The Austrians and the Russians had the larg- 
est cavalry units, reflecting their ponderous 
tactics. The trend leading up to the Napoleonic 
Wars was for more, and smaller cavalry regi- 
ments which were more manoeuverable, eas- 
ier to control and more flexible. 


Unfortunately due to the system of morale 
usually used on the wargames tabe, relating 
casualties to percentages of the unit, it is usu- 
ally better to have a large unit. Nor do most 
rules reflect the manoeuverability advantage 
of smaller units. 


The squadron was the building block of the 
regiment. They were sometimes detached in 
battle for independent tasks, but this could be 
risky. A smaller unit was rarely considered, 
except in a scouting role. 


A squadron in line had two ranks. It was un- 
usual for a regiment to form up in line except 
when the army was trying for maximum front- 
age and the terrain was exceptionally open. 
The reason for this was that if the regiment 
was charged, it could be ridden through, plac- 
ing any units behind in unexpected peril. Ad- 
dition squadrons behind the front ranks gave 
the regiment depth. 


However regimental line is usually found on 
the table top and is made compulsory in some 
rules sets. Often units with a greater frontage 
have an advantage in melee. If one assumes 
overlapping cavalry were trained to maintain 
their formation until after contact then the arms 
of the soldiers represented by any extra figures 
must be very long. If the outside troops press 
towards the centre to get into the fighting, the 
friendly troops on whom they press would be 
hindered and thus less effective. 


Therefore logically a single figure should fight 
a single figure in the initial round of melee. If, 
as was uSually the case, interpenetration oc- 
curred, several ranks of figures might be in- 
volved. The degree of interpenetration 
depended on the type of troops involved and 
the formations each was in. In such a situation 
control was most difficult and rapid retreat and/ 
or uncontrolled advances were frequent. Brit- 
ish cavalry was notorious for uncontrolled ad- 
vances in to enemy territory. 


In melee cavalry engaged the enemy with the 
sword, usually with cutting strokes. In order to 
do this effectively a trooper had to be several 
feet away from one’s opponent. Thus even 
when formed cavalry were spaced about a 
metre apart, from the right boot of one trooper 
to the left boot of the next, a total frontage of 
at least 1.5 metres per man, a spacing which 
would be maintained when charging. 


In the moments before contact in the charge 
each trooper would have ridden for this gap 
between the enemy troopers and tried to cut 
down the trooper on his right while the enemy 
tried to cut him down. If he survived, the trooper 


would have proceeded to engage the next en- 
emy trooper and the next until his impetus was 
spent and he was forced to engage an enemy 
at length. 


The individual trooper was constrained by the 
inadvisability of going too far into the enemy's 
midst, but also did not want to get in the way 
of comrades following. Thus the degree of pen- 
etration depended heavily on the number of 
ranks of both units. 


If a Squadron successfully rode through an 
enemy cavalry unit without suffering greatly, 
and was still reasonably under control, it had 
the option of wheeling to attack the cavalry in 
the rear or proceeding against the next enemy 
unit. The latter option was dangerous, unless 
more cavalry was following, as the enemy 
could wheel to attack. 


The diagrams show each formation using a 
four squadron regiment; there could be more 
or fewer squadrons. 


Cavalry normally operated in brigades with 
three or four regiments to the brigade. Although 
the majority of cavalry brigades were com- 
posed of either heavy or light a light cavalry 
regiment was commonly attached to a heavy 
cavalry brigade for scouting purposes. Lancers 
were particularly popular for this role. 


The regiments in the brigade could be assem- 
bled in the same formations as the squadrons. 
A regiment was more likely to be deployed in 
line if other regiments were following, as the 
disadvantage of the front regiment being pen- 
etrated was removed by the troops following. 


The French cavalry used column formation 
extensively, paralleling the use of column by 
French infantry and not compromised by prob- 
lems of fire power; the cavalry had none 
anyway. 


The French philosophy of ‘shock’ pervaded 
all arms. In the cavalry, column formation was 
used as a battering ram to punch through the 
enemy with the greatest possible shock and 
sheer violence to cause enemy morale to col- 
lapse. This required a good deal of training and 
control by the officers, particularly after the 
enemy had broken. In some cases the impact 
was delivered at the trot rather than at the 
gallop, in order to ensure the formation was 
perfectly ordered at the instant of impact. 


The Line 


Line was usually formed with each squadron 
in two ranks. It had the advantage of having 
a large frontage. Unfortunately, as we have 
seen, good cavalry terrain was difficult to find 
and cavalry was rarely concerned with maxi- 
mizing its frontage. Line formation was easily 
penetrated by opposition cavalry. This could 
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be disastrous; enemy squadrons could pass 
through and then wheel to attack their target 
unit a second time from the rear. However cav- 
alry in line was less susceptible to fire from 
both artillery and musketry. The same effect, 
however could be obtained by other forma- 


tions, particularly echelon. 


(1) LINE | 


(2) DOUBLE RANK 
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The double rank 


This formation was two lines of shorter length, 
spaced 50 to 100 metres apart. Although it 
prevented a column from wheeling after having 
passed through the front rank, it was rarely 
used. 
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The column 


Favoured by the French, column enabled 
maximum control and also gave maximum im- 
petus. Each successive squadron added extra 
push to the regiment. The squadrons could be 
separated as above, setting up a wave effect. 
Because of the interpenetration it was possible 
for subsequent squadrons to gallop into the 
enemy. Also should the front squadron falter, 
subsequent ones could move through it and 
beyond thus maintaining the advance. 


However the column was inflexible and many 
troopers could see nothing in front. Columns 
could become giant masses of horsemen; if 
such a column did not defeat the enemy with 
its initial battering ram effect, it could find be 
placed at a tactical disadvantage by enemy 
troopers who were able to use weapons more 


freely. 
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ECHELON 


(3) COLUMN 
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The Echelon formations 


The basic echelon covered a large frontage 
but was more flexible than either line or col- 
umn; each squadron could see that preceding 
it and could also see directly ahead and to its 
flanks. Each squadron was more conveniently 
placed to manoeuvre to support the assaulting 
squadron, whether by direct involvement in the 
melee or more likely by a flank attack. The 
echelon formation also provided a wave effect 
but to a lesser extent than the column. 
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Open Order 


All of the afore mentioned formations could be 
carried out in open formation or closed order. 
In close order each rider was allocated one 
metre of frontage. A Squadron normally formed 
up in two ranks, therefore the squadron front- 
age was half the number of men in the squad- 
ron x 1 metre. 


The spacing would be doubled when in open 
order and could be widened even more if re- 
quired. The main use of open order was to 
reduce casualties from artillery fire. The more 
open formation was at a disadvantage in a 
melee except when dealing with the artillery 
crews or routing enemy forces. 


Methods 


Having chosen the correct formation for the 
circumstances and formed up in that formation, 
the regiment still had to close with the enemy 
before meleeing with them. 


Apart from the swords already mentioned, cav- 
alry were equipped with pistols and, to a vary- 
ing extent, carbines. Pistols could be used in 
a melee but were usually fired on the final 
approach; cavalry would then charge home 
with the sword. Some nations and/or units felt 
the advantages of fire power were outweighed 
by the problems of having to draw sabres, as 
the pistol was only useful at very close ranges. 


Lancer regiments often used the pistol, be- 
tween discarding the lance and using the 
sword. The French Red lancers were noted for 
this. 


The carbine was also used to deliver a volley 
before contact. Some nations provided car- 
bines to complete regiments (particularly to 
light cavalry regiments) while others merely 
issued a few. These weapons were also used 
against infantry squares, but were not partic- 
ularly effective. Most casualties were caused 
by sword points, followed by the cutting edge. 


A number of misconceptions surround the use 
of cavalry on Napoleonic battlefields. This is 
partially because most wargamers (including 
myself) have little to do with horses and be- 
cause we do not see horses in the context of 
battle. We all know that horses can jump ob- 
stacles of up to 1 metre or more quite easily. 
However these horses are highly trained for 
this activity, whereas Napoleonic cavalry horses 
rarely were and never in complete units. Thus 
linear obstacles of even less than half a metre 
could be sufficient to prevent cavalry passing. 
Even small streams could create sizeable de- 
lays while the unit reformed on the other side. 


The prospect of being caught by the enemy 
while unformed was usually sufficient to pre- 
vent such activity on the battlefield, but would 
present no problems on campaign. 


The horses used by cavalry, as already pointed 
out were not top class horses, let alone steeple 
chasers. However they could still cover size- 
able tracts of ground. Only a small portion of 
the charge was covered at the gallop. Some 
wargame rules would have us believe that cav- 
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alry horses could gallop only a few hundred 
yards before they became blown. The facts are 
otherwise. The most famous example of horses 
being blown on the battle field was at Waterloo, 
where the Union Brigade charged well over a 
mile. 


Other than linear obstacles, other types of ter- 
rain had drastic effects on cavalry. Fields which 
have been recently ploughed (particularly after 
rain), fields of crops and marshy ground could 
all slow cavalry considerably. Uneven ground 
could break up the formation of cavalry as 
could even small bushes. Pot holed ground 
could cause falls, which would not only elimi- 
nate the horse and rider concerned but could 
in turn cause the horse alongside to fall, or 
impede any horseman following. 


Dead and dying soldiers and horses could cre- 
ate an area of the battlefield over which cavalry 
could no longer charge. In sufficient numbers 
they might prevent passage even by walking 
cavalry. Horses are apparently loath to step 
on corpses or living bodies, as they are un- 
pleasant and have a tendancy to slide under- 
foot, causing falls. The smells and noises of 
the casualties create further fears in the horses’ 
minds horses. Thus significant casualties in 
the leading squadron of cavalry could create 
a situation whereby following horses would re- 
fuse to advance further despite the exhorta- 
tions of their riders. 


CAVALRY vs CAVALRY 


Cavalry usualy engaged other cavalry. If en- 
emy cavalry could be driven from the field or 
otherwise neutralized, the other arms of the 
enemy could be threatened to an extent where 
enemy victory could be extremely difficult. 


The formations previously discussed were de- 
vised with the destruction of enemy cavalry in 
mind. This was the task which generals and 
the cavalry itself saw as most desirable for 
heavy cavalry units. 


Cavalry usually looked down on the other 
arms, both literally and figuratively, and thus 
many cavalrymen felt the only adversary worth 
fighting was the opposition’s cavalry. In a 
sense this was a realistic view point, as any 
other form of combat was usually one sided, 
though in favour of whom depended greatly on 
the circumstances. 


CAVALRY vs INFANTRY 


The secret of success here was mainly timing. 
The infantry defence against cavalry was the 
famous square. The majority of continental in- 
fantry were hastily trained and required time 
to form the square. The critical factor was the 
proximity of the cavalry threat. 


While the square was being formed, the infan- 
try were unformed and thus could not deal 
adequately with cavalry. Thus the act of form- 
ing square was particularly dangerous. On a 
number of occasions units preferred to attempt 
to defeat attacking cavalry by remaining in line 
and using their fire power to reduce the num- 
bers and morale of the cavalry. This method 
was standard practice in the Seven Years’ 
War, but required high morale and discipline 
and was not suited to many of the armies of 
Europe. In addition it required the unit to be 


in line formation. Thus, this tactic was on the 
whole, confined to the British Army, which used 
linear tactics and was of suitable quality. Even 
so, the square remained the standard tactic of 
infantry dealing with cavalry in all Napoleonic 
armies. 


Unlike line or column the square had no weak 
points. Although its fire power was less than 
a line it was still more than that of cavalry. Thus 
a stalemate often resulted, with the cavalry 
unable to melee with the infantry, while the 
infantry delivered a small volume of fire at the 
cavalry. The infantry thus had the advantage, 
causing the cavalry to retreat (at least out of 
musket range). 


The presence of an unopposed cavalry force 
could, however, pin down a significant number 
of infantry units, as the square could not move 
without the risk of disruption and the subse- 
quent risk of destruction by cavalry. The cav- 
lary could thus neutralize a force which might 
otherwise have been employed quite effectively. 


The French developed their “battering ram” 
tactic, whereby a column of heavy cavalry 
(cuirassier when available) was formed, for use 
against infantry. This column rode boot to boot, 
but its speed never exceeded a slow trot. It 
relied on breaking the enemy's morale and 
weight of numbers for success. Virtually un- 
manoeuvreable, such columns were usually 
of brigade strength and were often preceeded 
by scouting light cavalry to ensure terrain 
effects did not break up the column. 


CAVALRY vs ARTILLERY 


A cavalry unit attacking a battery could expect 
to be in the canister zone of an artillery unit for 
about 1 minute. During this time each gun 
would be lucky to get off two shots. If the cav- 
alry was attacking in any formation other than 
close column there would be very little pene- 
tration effect. Irresolute (or intelligent) gunners 
would not stand to receive the charge, which 
would reduce the effect of the battery's fire. 


If the cavalry succeeded in reaching the bat- 
tery, the gunners were virtually helpless as 
they were neither trained nor equipped for 
meleeing. The cavalry having been graped 
were hardly likely to be merciful. Even those 
gunners lucky enough to Survive would have 
had their morale completely shattered. The 
cavalry could either secure the captured guns, 
spike them or leave them for troops following 
up. Even if they were forced to retire without 
spiking the guns (spiking is used here to in- 
clude breaking rammers etc. destroying pow- 
der etc. which could make the battery 
inoperative without actually spiking the touch 
holes) if the gunners were meleed, the battery 
usually ceased to exist as a combat unit. 


In the excitement (or terror) of the moment the: 


spiking of overrun artillery could be overlooked, 
as it was consistently by the French at Wa- 
terloo. There, of course, the infantry was the 
prime target. Cavalry was reluctant to dismount 
on the battlefield in any case. 


An attack on an artillery position most clearly 
illustrates the flexibility of a cavalry unit. A reg- 
iment usually attacked in echelon formation at 
the open order. The spacing between squad- 
rons was minimised to lessen casualties. Just 


before moving into canister range one or more 
squadrons would move out to the flank (or 
flanks) to threaten the battery from several 
directions. This forced the target to divide its 
fire, while presenting a smaller and less dense 
target to the artillery. Part of the artillery would 
be forced to alter its facing thus further reduc- 
ing its effectiveness. The approach was made 
at a greater speed than would normally be the 
case against other arms, reducing the amount 
of fire the cavalry had to face. 


The right place at the right time. 


Apart from the basic terrain problems, there 
were several positions of advantage (and dis- 
advantage) for cavalry. 


It was advisable to have room to manoeuvre 
and to change formation. Each of the forma- 
tions had advantages under different circum- 
stances and it was useful to be able to adopt 
the appropriate one. Obviously it was an ad- 
vantage to attack the enemy in the flank or 
rear, where surprise and the advantage of an 
enemy who could not adequately defend him- 
self could be fully exploited. Conversely it was 
useful to avoid being caught as above. This 
meant avoiding being near dead ground which 
the enemy could launch a surprise charge 
from. To be caught standing was almost as 
disastrous, So just facing the dead ground was 
not a satisfactory counter measure. 


While avoiding areas where dead ground could 
be used by the enemy, it was useful to be able 
to use dead ground to attack the enemy. To 
help find such positions some nations added 
light cavalry to heavy cavalry brigades even 
on the battle? 


OVER ALL VIEW 


In looking at cavalry we should keep in mind 
it was only part of the army, and a small part. 
In percentage terms, cavalry rarely exceeded 
20% based on a head count of men. Cavalry 
was expensive to create and also maintain. In 
order to stay in good condition, horses require 
fodder as they soon lose condition if required 
to eat local vegetation. 


The art of the proper use of cavalry lay in care- 
ful timing. An attack launched at the correct 
instant could be decisive, whereas the same 
charge either too soon.or too late could be 
ineffective or even disastrous. 


The second requirement was enthusiasm with- 
out rashness. Unenthusiastic cavalry (i.e. 
Spanish) might well refuse to charge the en- 
emy and even leave the field. Rash cavalry 
(i.e. British) might charge anything in sight, 
thus losing effectiveness. : 
The third requirement was for supporting 
troops. Cavalry brigades usually had a battery. 
of fast moving horse artillery attached. This 
battery could be used to cover the cavalry from 
interference by the enemy, while the cavalry 
prepared its charge. It could also provide pro- 
tection, should the cavalry need to withdraw. 


In a situation where infantry was being en- 
gaged, friendly infantry was a most valuable 
ingredient, as they could bring firepower to 
bear on the enemy infantry should the enemy 
successfully form square. 


PBM Games present= Kingquest 


Rainmgaquest is a Play By Mail, Computer Moderated, Fantasy 
Role-Playing game for 40 players. 


THE QUEST PARTY: 

You design a Quest Party of up to 7 characters. Each character has a 
Mame, sex, race, class, strength, dexterity, speed, intelligence, 
wounds receivable, armor, weapons & two treasure pouches. 


Each character may execute 3 orders per turn plus sake a Speech of up 
to 99 syabols. There are in excess of 80 orders to choose froa!! 


THE ENVIRONS: 

The Ringworld has 1000 unique locations. In the Wilderness are Castles, 
Caverns, Villages, Taverns, Temples, Lakes, Islands, The River, Chases, 
Mountains, Mines & auch, such sore! 


Take a Riverboat ride & visit The Madhouse, Skull Rock, Catacoabs, 
Pyrasids, The Brewery, Suburbia & many other astonishing places. Get 
drunk in a Tavern, gamble your soul away in a Gaming House or raise 
hell in another kind of house. Fight Monsters, find some of the O00 
Treasures or countless hundreds of Magic Ar@or/Weapons & other iteas. 


THE QUESTS: 

You choose a Secret Quest from the 8 available. Whether you choose to 
"Rescue the Elven Princess’, Foil the Ogre Plot’ or just "Kill the 
Gnoll King’ you can still follow any other Quest & also the Quest of 
Quests Ringquest! 


If you get stuck just ask one of the scores of Non-Player Characters 
- they always reply'' Read some of the hundreds of sessages strewn 
about or place a notice on the Bulletin Board for all other Players 
to see. Remember, diplomacy is essential inRingquest ! 


Riamgquest is the most advanced computer moderated Fantasy 
Role-Playing game in existence. 


Frangaquest is highly innovative & features: 
x An easily played system with a realistic adventure simulation. 
% Diplomacy plus interaction with intelligent Non-Player Characters. 
% Text based printouts with detailed descriptions of your actions. 


Gaming with FP BM Games offers: 
x Rapid & reliable turnaround. 
*¥ Value for money, each printout is 2 to 3 or more pages. 
x Wholly Australian designed & moderated game. 


Costs are 20 cents per order/speech with a minimum of $3-50 per turn. 
Send $10 for Rule Book, Setup & the first two turns 
or write for further information to: 


rPEeMi Games 60 Winona Rd Mt Eliza 3930 


NOW AVAILABLE 


complete range of 


Ral Partha Fantasy Miniatures 


Conquest Acrylic Paints 

\War Hammer Fantasy Miniatures Rules plus 
Forces of Force Supplement One 

Heroics & Ros Micro Armor (WW II, Modem] 
Heroics & Ros 1/300 Napoleonics 


Arms & Armor Press a 
Full Range of Dice — Average Dice, Metallic Dice 


Get your, copy of the 
SUPPLYLINE Supplyline 2nd Edition 
Catalogue now! 
PO BOX 247 shite Only one dollar & 
GLEN WAVERLEY cost of catalogue refunded 


ICTORIA 3150 INVITED nis ficst-ordcr 


nH E | MONDAY ~— : CLOSED ALL DAY 
TUESDAY 
TO : 12 NOON - 9 PM 
| FRIDAY 
SATURDAY :9 AM - 1 PM 


ROLE PLAYING GAMES 
BOARDGAMES 

COMPUTER GAMES 

GAMING MAGAZINES 
HISTORICAL BOOKS 
MILITARY REFERENCE BOOKS 
RAL PARTHA 

CITADEL 

HEROICS & ROS 


1933 MALVERN RD., EAST MALVERN Ph (03) 25 7002 


Glen Waverley 
Railwayline 


The DEPOT 
1933 Malvern Rd. 


Darling 


ASGARD 

EMPIRE 
CONQUEST PAINTS 
TSR 

AVALON HILL MELWAYS } 
F.A.S.A. | MAP 59 
JUDGES GUILD Kl 
PALLADIUM 


STEVE JACKSON &, Seven 
e | Eleven 


Food Store 


& 
MANY MORE 


The Australian Wizard 


presents... 
SPIRAL ARM War across the galaxy 


Fully computer moderated, 50 players, conquest, economics and diplomacy. 


MIDGARD An ancients campaign 


Fully human controlled, 21 ancient armies, grand tactical scale. 


KEYS OF BLED The adventure from England 


Fantasy adventure, role playing, survival of the fitest. 


The Australian Wizard will open for business at the Canberra Wargames Convention 
giving you the chance to play two new Australian games and the English K.0.B. 


For further information write to: G.P.O. Box 356, Brisbane, QLD, 4001. 


SNEDCO P.B.M. 


SNEDCO 
PRESENTS 


CENTRE EARTH 


THE ANCIENTS/FANTASY 
CAMPAIGN 


— Player Positions............ 


“The Door To Another World” 


— Emperor, Overseer, Chieftain, Duke, General, 
Admiral, Merchant, Minister, High Priest, Sha- 
man, Missionary, Spy, Pirate, Mercenary, Fanatic 

— For $20 you get: The Rules, Characters, Maps, 
Political and Economic info., 8 Turns and 4 Cam- 


paign Fanzines. 


— For Further Information; SNEDCO P.B.M. 


Herman St., Lawnton, Qld. 4501 
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Situation Vacant 


Position: Space Lord “> ‘ 
ny A 

” 

Prerequisite: Leadership qualities, diplomatic 7 ro) >, wy 


skill, or, if things get nasty, a steady hand 
and a keen eye. Adventurous spirit oxG > 


Job Description: Using strategy and cunning. 

Your job will be to explore and conquer 

worlds, expand your empire. Collect <A 

pene artifacts, and keep intruders at O 
ay 


Rules can be obtained for $1.00. 


Apply in writing to: ‘‘Telebraille” 
Mills Ave, Sassafras, Victoria 3787. 
Phone: (03) 755 1341 
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Opening the rule book you read the following “..a 


battalion level PBM game of diplomacy, production, 
economics and conquest, allowing for both tactical 
and strategic decision making, over eighty players 
compete for world domination, attempting to build 
industrial might while maintaining substantial military 
forces”. The ‘historical’ background is that the world 
is slowly recovering from the devasation caused by 
the use of bio-toxins in WWIII. 


Well to start playing you need to choose a country. 
The rules have 88 provinces controlled by 82 players 
(i.e. Australia is divided into Australia West and Aus- 
tralia East wrile Russia consists of three provinces), 
some 57 neutral or non-player provinces (one of 
which is Tasmania — obviously decided to end main- 
land interference in their affairs), and some 58 islands 
that are only useful as sites for naval/air bases. Each 
province has up to four resources — food, metal, oil 
and radioactives — depending on their estimated re- 
source potential. Some have been adjusted for play 
balance purposes. 


Food is needed to feed the population whose only 
use is to provide taxes (only really significant for coun- 
tries like China and India with large populations) and 
to produce insurgents; such irritations increase if 
populations are not fed. During the Monthly Adjust- 
ment phase one Oil Production unit produces 10 Oil 
points, given sufficient oil potential, similarily for Metal 
and Radioactives. One Industrial unit will use 10 Oil 
Points and 10 Metal points to produce 10 production 
points which are added to the province’s stockpile. 
Each Research Station uses 10 Money points to pro- 
duce 10 Research points. 


Each player lists 10 countries in order of preference, 
which are allocated according to this ranking. After 
deciding on Australia as your first choice the next 
Step is to justify the decision. This is fairly easy to do; 
it has sufficient oil potential for the initial industrial 
needs (most countries seem to start with about 12 
or so Industrial units), abundant metal (many units 
cost production and metal points to build), and abun- 
dant radioactives. Australia has no nearby neigh- 
bours with radioactives, a fact that can be used as 
a bargaining point. Comprising two provinces makes 
it harder for an opponent to knock you out of the game 
by capturing all the cities (you start with 2 and can 
build up to 10) in each province. They also have to 
build naval units to reach you. 


Nearby you have several oil-rich but metal-poor 
neighbours who can prove to be sources of oil — 
either by trade or conquest. However provinces that 
have meagre or unbalanced resources tend to start 
off with larger initial stockpiles of materials — so be 
prepared for a less resource-favoured neighbour to 
make an early bid for expansion to remedy his de- 
ficiences. While neutrals would be easier to conquer 
they have no existing production units. Without these 
their resources cannot be utilized — and production 
units are relatively expensive to build (20 production 
and 50 metal points). 


When building production units in a province you have 
to decide whether to concentrate them, and your 
military units, in the two cities you start with, for de- 
fense against conventional attacks or to spreading 
them, to minimise loses to nuclear strikes. 

In addition to the rulebook you can request several 
information sheets. These give additional guidelines 
on the effectiveness/use of units. These sheets in- 
clude: Aerial Attack on Ships at TAL1; A Discussion 
of Aerial Combat; Airborne Operations; Amphibious 
Landings; Antisubmarine Warfare; Anti Aircraft Artil- 
lery at TL1; Chemical Warfare; Combined Arms Ex- 
amples; Insurgency; Mine Warfare; Naval Transport; 
Rail Movement; Reconnaissance at TAL1; River 
Usage; Ship to Ship and Shore Battery Combat; 
Shore Bombardment; Special Support Regiments 
and Ships; Support and Maintenance; Training and 
Combat Bonuses; and Weather. However these 
seem to have now been combined and expanded in 
the newly released Advanced Players Handbook and 
SO may no longer be available seperately. 
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by Adrian Pett 


Several different forms/printouts are involved: 


The Monthly Adjustment printout (costs $2) is done 
on the 1st or the 15th of the month depending on 
which game you are playing. The printout shows the 
stockpiles in each of your provinces and a list of cities 
you control with the production units and combat 
forces in each. 


The Production Sheet (cost $3.50 each) allows you 
to build units in up to 5 cities on each sheet. If you 
have the necessary materials in stockpile your units 
are built at once — no lead times involved. At the 
begining of the game you can build basically WWII 
vintage units (i.e. your fighter is the P-51, the fighter 
bomber/reconaissance aircraft is the P-38). To build 
more advanced units requires the expenditure of 
Research points, first to reach the next Technical 
Advancement Level and then to research the units 
themselves. Since each country seems to start with 
about 10 Research Stations and TAL2 (F-86 Sabres 
etc) costs 1,000 points you obviously need to build 
more Stations and/or capture someone else's, par- 
ticularly if you want squadrons of F-16s (TALS). 


The Turn Sheet ($3.50 each) allows you to move up 
to six different unit groups per sheet. While the game 
is based on the real world, most moves are purely 
between cities. Complicated movements should be 
marked on a photocopy of a map. All units are built 
and located at cities and control of the cities deter- 
mines the ownership of the province. 


The Special Actions Sheet ($3.50 each) allows you 
to try up to six special actions per sheet. You can 
attempt anything — but not everything will work. To 
start insurgents in another country, spying or gaining 
combat bonuses etc. usually requires the expenditure 
of some resources plus a good description of what 
the action is trying to do and how you expect it to be 
carried out. It is also used to send in your standing 
orders, of which you can have up to five. While your 
units will attempt to do the best they can, you may 
want to outline specific responses to various 
circumstances. 


Special Encounter Sheets ($3.50 for each one you 
decide to use) contain random events that can be 
very beneficial. For example the use of the black 
market and of scientists who undertake to find poten- 
tial resources, can help offset a country’s deficiency 
in some resource. Funding the scientists who wish 
to investigate the pre- WWiIll military complex can lead 
to the ability to build a more advanced unit. The player 


who managed to unleash bioioxins on his own country 
probably allocated money without telling them to be 
careful! You seem to be offered from 2 to 4 of these 
a month. 


Combat Result Sheets ($3.50 each) give a list of the 
units involved and the results. Units can be destroyed 
or disrupted. While disrupted units cannot be used 
in any subsequent battles they will be fully recovered 
by the time you send in your next set of orders. Im- 
portantly, under the rules a properly formed combined 
arms unit with support troops (e.g. an amphibious 
assault regiment: 3 Marine Bns, Mortar, Towed AAA, 
HQ, Medical, Engineer and perhaps a Chemical Bn) 
will perform better and suffer fewer casualties than 
a mass of Marine Bns worth the same amount of 
Production points. 


Global Updates ($1 each) or weekly reports, give 
details of the rnajor battles worldwide. This helps to 
sustain your involvement in the game as you anx- 
iously scan the reports to determine what power 
blocks are forming. 


The Monthly Adjustment means that while the players 
in the US may be able to move more often, due to 
their shorter mail times, at least they cannot build/ 
produce faster than you. Hopefully your skilful use 
of standing orders, adroit diplomacy, careful balance 
between industrialisation and militarisation, and care- 
ful selection of the most appropriate military units to 
build, will ensure continued survival and eventual 
success. Well at least that is the theory. 


While by no means inexpensive this game has proved 
very enjoyable. After a brief period as New Zealand 
in Game #8 (note that a single country cannot suc- 
ceed by sitting back and devoting all its efforts to 
developing its technology. Just after | reached TAL3 
the Chinese hordes landed, with TAL4 gained by loot- 
ing the rest of Asia and the Pacific.), | enrolled in 
Game #12. At present Australia controls New Zea- 
land, Malaysia, Vietnam, Kampuchea and several 
former neutrals and islands and is ‘discussing’ the 
ownership of Antarctica with Madagascar. An ally is 
attacking China from his bases in Thailand and Laos 
and meeting some resistance from South Korean 
troops attempting to do likewise. Other allies are in 
the process of expanding their possessions. In sum- 
mary ‘So far so good’. 


Global Supremacy is run by: Schubel & Son, PO Box 
214848, Sacramento, CA 95821, USA 
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‘A. New Australian Design Play By Mail Game By The Missing Tiger 
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EACH GAME FEATURES :- 
Beginning with your home planet, you build a fleet of Ships, and create a great 


empire; fighting, trading or avoiding other players. The simple game mechanics 
allow a player to concentrate on the stategy demanded by the space lord! 
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WE OFFER:— 
Fixed costs; $5.06 set up, $5.99 deposit + $2.50 per turn. A free monthly 


magazine with articles of interest to gamers especially PBM. No extra costs (eg. 
for battle or more equipment), no price rises. Regular two week turnaround. 


Computer moderated. 


For a free copy of the rules write to; 
The Missing Tiger 
GPO Box 286 C 
Hobart 701 
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Breakout regular Peter Newton has played a 
wide varietv of space games since he first 
bested me at Jriplanetary many moons ago. 
| suspect some of the systems he suggests 
below could be adapted to other, non-space 
oriented games. Reader suggestions are wel- 
come.—Ed 


The Starfall column in Nexus #7 concentrates 
on the conduct of research and development 
in Task Force Games’ Starfire. The ideas 
given in that article parallel a system | have 
been using successfully to make the Research 
and Development decisions more important in 
a campaign. 


Briefly, the Starfal/ article suggested the Re- 
search & Development cost to attain a certain 
technical level in Starfire only brought the 
player’s industry up to that level but did not 
make all of the systems of that level available. 
These, the article proposed, should be brought 
separately with additional cost and waiting time 
based on the tech level of the system being 
developed. | fully agree with this type of R&D 
effort and would like to propose a few 
embellishments. 


One of the factors that makes another space 
game called Stellar Conquest so enjoyable is 
the ‘predecessor’ concept in the production 
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GbTARFIRE 


by Peter Newton 


system. This means a decision to build a cer- 
tain system early in the game will influence the 
cost of higher level systems bought later on. 
To extend this concept to Starfire is a relatively 
simple task. On the chart below, Level 1 is the 
lowest Tech level. The players are considered 
to be at Tech level 1 and already possess the 
systems marked ‘auto’. All other systems 
must be purchased by paying the development 
cost and waiting out the time period. Naturally 
the Tech level itself must be attained before 
any system of that level can be researched. 


The important point to note about the chart is 
that any system which has a line joining it to 
a lower (or in one case higher) Tech level sys- 
tem, is considered to have a predecessor. In 
these cases the cost and time of R&D for this 
individual system is halved. In some cases 
there is more than one predecessor (a “+” on 
the chart) or a choice of predecessors (an 
“or’). 


As can be seen on the chart, | have included 
ships, shipyards and industry as having levels 
and predecessors. The ships generally follow 
paths of “light” warships, “heavy” warships 
and freighters. Shipyards are also classified 
according to the level of ships systems they 
can build and repair. It is a relatively simple 
task to keep track of the number of Megacredits 


Ships 


Cap, 
( Ship) 
Miss + Mk 


a yard can output in each turn. Similarly there 
are industrial Tech levels that can be pur- 
chased world by world to increase the Mega- 
credit output of that world. (This is really only 
useful if the industrial capacity of each world 
is being tracked. | use 10 MgCd to buy 1 In- 
dustrial Unit.) These levels are Advanced In- 
dustrial Technology (AIT: doubles the output 
of a world), Intensive IT (IIT: trebles output) 
and Robotic IT (RIT: quadruples output). | in- 
tend to experiment with AIT doubling, IIT quad- 
rupling and RIT increasing the output by a 
factor of 8. 


This method makes the choice of systems to 
develop more crucial to the overall direction 
of the empire as it may be cheaper to develop 
certain systems as stepping stones to other, 
more expensive ones, but not actually use the 
earlier systems. The development of Tech 
levels, ships and shipyards is particularly 
Critical. 


Notes on Abbreviations used on chart: 
SY ipya 
Robotic Industrial Technology 


NT Intensive __,, < 
AIT Advanced e,, i 
Lf Laser Fighter 
Rf Rocket _,, 
Teaok He i“ 
un ” 
Rpod Rocket pod 
Xe Command/control instruments 
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The Grumbling Dwarf Tea Room 


by Andrew Cavanagh and Ben Hay 


THE CITY OF ZIG 


Zig is named after its powerful dictator, Zig, a* 


wild megalomaniac who rules the city from a 
citadel atop a hill at the end of Zig furtherest 
from the sea. Many untried prisoners are held 
Captive in towers in the citadel, the law system 
having thousands of cases awaiting trial. But 
Zig does have authority over his people through 
his many armed forces and through his bu- 
reaucrats: the police who keep much of the 
city’s crime hidden indoors or underground; the 
cavalry who thunder down upon innocent vil- 
lagers, pillaging them of their meagre wealth; 
the corsairs who, while they aren’t raiding and 
plundering new lands, occupy themselves 
guarding Zig’s large merchant fleet. 


But the gamemaster need not play the grum- 
bling dwarf tea room in the city of Zig. This 
particular establishment could be located in 
any city where the people are oppressed by 
some tyrannical, half mad leader. 


THE GRUMBLING DWARF TEA ROOM 


The name of this quaint English style tea room 
suggests that alcohol is frowned upon and only 
those of the most gentle and cultured natures 
would be allowed admittance. Although it was 
the owner’s original intention to give that 
impression, he soon changed his ideas. It was 
apparent after only a few months of trading 


The Success Rating Table of an action in- 
dicates how successful an action was. The 
higher the success rating of an action the 
more successful the action was. To deter- 
mine the success rating cross-reference 
the number which was required for an ac- 
tion to succeed with the number which was 
rolied on a 20 sided die. 


Number required(on 
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that the tea room would make an incredible 
loss as it was, so, being a crafty manager, 
Eugene Sebastian Fairbanks began spiking 
his tea, coffee and other seemingly innocent 
drinks with liquor. Word soon passed around 
about Eugene’s great brews of ‘tea and cof- 
fee” and before long all types of people nor- 
mally associated with rowdy inns and taverns 
began to frequent The Grumbling Dwarf Tea 
Room. The tea room now opens at dawn 
(around 6am) and closes mid-afternoon (around 
3pm), and does a roaring trade. 


A. The Lounge 


During opening hours the tables at this room 
are occupied by some very rough, suspicious 
looking rogues and hardened adventurers. 
Although a motley lot they have a few things 
in common: they all show their best manners 
while in the lounge (which makes many of them 
seem very peculiar), they all drink ‘‘tea” from 
dainty, china teacups (the tea is spiked with 
alcohol of course) and they all have a strange 
sense of humour to act that way in the first 
place! 


Eugene Sebastian Fairbanks (the owner and 
manager of the tea room) keeps the patrons 
in order. He has little difficulty with most cus- 
tomers, the sight of him, towering two metres 
high in a formal black suit, generally keeps 
people in line. He is a well mannered man, 
speaking with a strong upper class English 
accent. His statistics are as follows: AGL:10; 
BEA:8; CHA:17; CON:19; DEX:14; INT:12; 
PER:16; STR:23; WIS:12. Although Eugene 
is skilled with his fists (punch rank 5) he seldom 
reverts to violence and he would never carry 
a weapon. 


Copyright 1984 QFA Enterprises. 
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Eugene employs two maids (dressed in the 
usual style of an English maid complete with 
dress and apron) who serve the drinks on silver 
plated trays (worth about 5 silver pieces each 
but no one would dare to steal one!) Apart from 
occasionally preparing sandwiches, the maids 
perform no other duty in the tea room. Making 
indecent remarks or proposals to them is one 
sure way of being kicked out. 


Sally: AGL:13; BEA:15; CHA:15; CON:12; 
DEX:14; INT:8; PER:10; STR:7; WIS:7 


Fiona: AGL:14; BEA:16; CHA:15; CON:9; 
DEX:12; INT:11; PER:13; STR:8; WIS:9 


Neither of the maids has any skills besides 
cook food skill (Sally has rank 4 and Fiona has 
rank 2 in this skill). 


Food and beverages for sale in the lounge are 
as follows: 

1 pot of ‘tea’ (6 cups):15 silver pieces; 

1 jug of “coffee” (3 mugs): 22 s.p.; 

1 pot of balm tea (6 cups): 20 s.p.; 

vegetable sandwich: 3 s.p.; (includes lettuce, 
apple etc. equal to 1/4 of a fresh meal) 

meat sandwich: 3 s.p.; (includes dried or salted 
meat equal to 1/3 of a preserved meal) 

1 fancy biscuit: 1 copper piece (equal to 1/150 
of a preserved meal) 


Each cup of ‘tea’ contains alcohol equivalent 
to alitre of ale and a mug of “coffee” is approxi- 
mately the same. The balm tea has the same 
amount of alcohol as other tea but has also 
been seasoned with the minty balm herb. Bis- 
cuits (or cookies) have negligible nutritional 
value but are quite tasty, being decorated with 
icing of various colours. 


B. The Counter 


Food and drinks are passed into this area 
where a maid makes final decorations then 
serves them to the customers in the lounge 
(at location A). On the shelves under the 


Used with permission. 
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For success,roll 1d20 equal to or 


counter are various tablecloths, hand towels, 
napkins and cutlery. Also there is a small, 
locked metal box which holds the takings of 
the tea room. Eugene regularly empties this 
box (about once an hour) into his safe (at lo- 
cation D). Eugene carries the only keys to his 
safe and to the metal box. 


C. The Kitchen 


The food and drinks are prepared in this area 
by one of the maids, then passed through to 
the counter. 


D. The Storeroom 


In this dark room are barrels of coffee beans 
and tea leaves, casks of alcohol (labelled 
“syrup'), salted and dried meat hanging from 
the roof on hooks, sacks of flour and other 
ingredients and a few crates of fresh fruit and 
vegetables. The door leading into this room is 
locked at night (resistance:18). 


E. Eugene’s quarters 


Eugene has furnished this room with a book- 
shelf, a bed, a desk with a plush chair, a closet 
(full of formal suits and a man sized mirror). 
Behind two of the books on the bookshelf is 
a safe (resistance:30). Eugene is the only per- 
son with a key to this safe. Inside are 1d100 
c.p.; 1410 g.p.; 2d100 s.p.; and 2 ivory goblets 
(worth 8 g.p. each). 

F. The maids’ quarters 

This cheerful room is neat and well organized. 
Each maid has a bed, a set of drawers with 
a mirror on top and a walk-in closet. On one 
set of drawers is an ornately carved music box 
(worth 3 g.p.). 


CONFLICT RESOLUTION TABLE 


SCENARIO SUGGESTIONS 


1. Upon observing the strange behaviour of 
the patrons in this tea room the player char- 
acters might insult them (by laughing at the 
customers out loud, threatening them, or cast- 
ing doubts about the sexual preferences of tea 
drinkers in general). This would inevitably re- 
sult in the party being pursued by members of 
the local thieves guild who happen to frequent 
the tea room. The players could be continu- 
ously hassled, pick-pocketed, and even directly 
robbed. 


2. The players may notice Eugene regularly 
taking the metal box (full of coins) to his safe. 
Enquiring further into this behaviour will reveal 
that Eugene keeps “enormous riches, wealth 
and other magical treasures” locked away in 
his quarters. The party may decide to rob Eu- 
gene or may be involved in thwarting an 
attempted robbery. 


The Conflict Resolution Table 


The conflict resolution table is designed to 
determine the result of any conflict between 
two opposing forces. The underlying con- 
cept is that any active force has a 50% 
chance of successfully overcoming a re- 
sisting force of the same potentcy. As the 
potency of the forces changes so does the 
chance of success. 


To use the table simply cross-reference the 
rating of the active force (the offence) with 
the rating of the resisting force. The actual 
level of success is determined through the 
use of the Success Rating Table 


9reater than the indicated number. 


Chaosium tne 


Stormbringer: high-powered magic. Sorcerers 
and fighting mages are the best player characters 
here, with lesser characters striving to emulate 
their betters and gain personal power. $29.95 


Elfquest: epic journey of an alien race. The tre- 
mendously popular comic epic springs to life 
in this sensitive rendition of the elves’ quest for 
others of their race and their ancestral home. 
$29.95 


Call of Cthulhu: Mystery and horror. Player 
characters are 1920s Americans whose know- 
ledge of a secret horror plotting to destroy the 
earth is driving them insane. Can the stop the 
lurking horror before they lose their minds? 
$29.95 


Ringworld: science fiction. Player character ex- 
plorers seek solutions to the awesome mysteries 
of Larry Niven’s immense monument to science 
and technology. Technology dominates every- 
thing and scientists have awesome tools to aid 
their investigations. $39.75 | 


RNA RRA RRA ARAL ANTRAL IR DADA 


Complete Sanctuary Adventure pack for 9 Role- 
Playing Systems $29.95 


comic-book superheroes. Super- 
villains hatch nefarious plots to enslave human- 
ity. Incredible powers give player characters the 
ability to crush buildings, outrace meteors, stop 
tanks in their tracks, and carry battleships through 
the air. The fight is on! $29.95 
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Breakout presents details of the 1985 Boardgames Competition to be held on 
January 26 to 28 1985 as part of the 7th Australian Wargames Titles. We intend 
this as a service to readers, who we invite to playtest the scenarios and tell us 
what they think of them. The Canberra Wargames Society has developed this 
series of scenarios for tournaments. Breakout would be pleased to publish similar 
information relevant to miniatures and role-playing tournaments. 


Planning for the competition started with the designing of the entry form. Listed 
there are 85 game titles, some with more than one publisher. Most are currently 
available, and all are games considered playable, including set up time, within the 
time limit of about 3 1/2 hours. Entrants should consecutiviey rank up to 30 games 
on the entry form. Each ranking counts as one vote for the game, and is resorted 
to only to brean ties. The list of games is not exhaustive, and entrants are invited 
to submit additional titles, though these, or scenarios of these, should be playable 
within 3 1/2 hours. 


From the votes received, 12 Convention Games are chosen. To be counted, entries 
should be received by 18 December; however, non-voting entries are accepted 
up to 0945 on Saturday, January 26. Once the Convention Games are chosen, 
scenarios need to be worked out for any new games chosen. The selection criteria 
for the games is: 


A. At least one game from each of the following periods:— 


a) Napoleonic 

b) American Civil War 

c) World War II 

d) Modern 

e) Science Fiction/Fantasy 
f) Other Periods 


B. The rest are the 6 most popular games remaining. 


When the scenarios are finalised, hopefully in late December or early January, 
copies of these are sent out to entrants along with Convention ID's and information. 
Entrants will be asked to provide, on the Saturday morning, a list of 7 of the 12 
Convention games ranked in their order of preference which will be the only games 
they need to be prepared to play during the convention. Games are played a 
maximum of 2 times by each entrant unless there is no alternative. The game 
chosen between two players is their most popular common game, i.e. a game 
ranked 2 for player A and 5 for player B will be chosen over a game ranked 5 for 
player A and 3 for player B. If the games are ranked identically a system has been 
worked out which may tend to favour the lower-ranked player of the two. 


There will be the usual briefing session before the competition begins. For the first 
time, it will be held on the Saturday morning at 0900 rather than the previous 
evening. This is in order to make it easier for interstate entrants to attend. The 
objectives of the briefing session are: a) to advise entrants of any last minute 
additions, clarifications or errata to the scenarios, and b) for entrants to bring up 
any problems they may have found with the scenarios, which will be discussed 
and resolved. 


If there are 50 or more entrants, splitting the tournament into Open and Under 21 
divisions will have to be considered. The Chess Swiss System used works very 
well with about 3 times the number of entrants as there are rounds. The maximun 
number of entrants it will handle is 2 to the power n, n being the number of rounds 
being played. If not enough entrants have indicated their willingness to play in a 
seperate U21 division then it may be put to the entrants that an additional round 
be played on the Saturday night. However, | would like to avoid this as it means 
that entrants would be playing continously for too long just after, perhaps, a tiring 
journey. Another alternative is to split up the players into 2 divisions, the second 
being comprised of lower-ranked players. Rankings are based primarily on the 
entrants’s results in the last January Convention. 


The tentative schedule for the competition is as follows: 
Saturday 26 January 1985 

0900 Briefing Session 

0945 Last entries accepted 

1000 1st Round commences 

1400 2nd Round commences 

Sunday 27 January 

0815 3rd Round commences 

1215 4th Round commences 

1615 5th Round commences 

Monday 28 January 

0805 6th Round commences 

1205 7th Round commences 

1545 Prizegiving commences, the presentations of boardgame prizes is usually 
over by about 4.30pm. 


The Chess Swiss System is used to pair opponents. Every entrant plays in every 
round unless there is an odd number of entrants, in which case a bye will be 
awarded to each of 7 different players who have the lowest score at the time. In 
each round, entrants on the same number of points are matched against each 
other. This tends to ensure that ‘fluke’ results, especially those occurring early in 
the competition, will be offset by the System. A good entrant who loses by ‘luck’ 
will then be playing weaker players and tend to move back towards the entrant's 
‘rightful’ position, and vice versa. At the end of the tournament, the Chess Swiss 
System is designed to cause the top and bottom thirds of the positions to be filled 
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with a percentage of accuracy which increases as the number of rounds per entrant 
increases. The percentage is approximately 95 where there are one third the 
number of rounds as there are entrants. 

The examples of scenarios provided are from the 1984 October Convention, a 
report of which can be found elsewhere in this issue. The time limits should be 
altered proportionately to fit the reduced times of the individual Competition in 
January. For January, too, the current over-used Squad Leader scenario will be 
replaced. 

Prizes for the event will include at least the following: — 

1st Open The Napoleon's Cup and Individual Trophy and Napoleon's Bookshops 
voucher for $100 

2nd, 3rd Open — Trophies 

1st in U21 Division — Trophy (if enough entrants) 

1st in 2nd Division — Trophy (if the entrants are split into Open and 2nd Divisons 
or Open and U21 Divisions there will. be 3 prizes in each category). 

Certificates will be awarded to all of the above plus the Most improved Player 
from the previous convention. Additional prizes or trophies will be awarded, eg 1st 
in U18 division, depending upon the number of entries received. 
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THE SCENARIOS 


A HOUSE DIVIDED 

Scenario Used: The standard game will be used. 

Bidding: Bid for the Confederates. 

Optional Rules: 

1. Washington 

2. Naval Evacuation. 

3. Containment and Coastal Defence. 

Additions and Clarifications: 

1. All pieces promoted after Battle recover (like all other units) in the recovery 
section of the combat phase. 

2. If Union units enter a hex containing Confederate units, all Union units in the 
Box must fight. This clarifies ‘containment’. 

Time Allowed: Union player gets 125 minutes, and the Confederate gets 145 
minutes. 

Time Penalty: Each minute over time, or part thereof, gives 2 VP to opponent. 
Victory Points: Only the Union gets Victory Points 

Union Max Army minus Confederate Max Army Limit Doubled. 

Each Union Veteran 1 VP Each Confederate Veteran -1 VP 

Each Union Crack 2VP _ Each Confederate Crack -2 VP 

If the game finishes early, for each unfinished Game Turn 1 VP 

Victory Levels: 

Decisive Union 60+ 
Substantive Union 50-59 
Marginal Union 43-49 
Draw 37-42 

(Note: Auto victory as per rules is still possible). 


Decisive Confederate 23 or less 
Substantive Confederate 24-30 
Marginal Confederate 31-36 


‘89: 
Scenario Used: This is to be a meeting engagement in mid-1941 lasting for 15' 
turns. 

Rules Used: Armor and Advanced Rules plus Optional Rules; II, Ill, V, IX, XI, Xa, 
XV, XXI, XXII, XXVIEl, XXIX. 

Players choose a force worth up to 300 points. (The Axis player may mix German 
and Italian forces freely). All units for the Armor and Advanced games plus mortars 
and flamethrowers are available. 

Clarifications: 

1) Only Infantry units may enter buildings. 

2) All plane types are available. 

3) The 20mm Flakvierling 38 on Card 79 is a large gun. 

Placement of Terrain: 

1) Place the 4 maps as follows 

side A 
<G F> 


E> <D 


side B 


2) All seit sand hexes are treated as soft sand hexes. 
3) When placing terrain pieces, they may not be placed on printed terrain features 
(apart from soft sand hexes). 
4) Half hexes between maps 1 and 2, and 2 and 3 are counted as being on map 
2. 
5) a) The 10 buildings must be placed in the middle 2 maps. Buildings may not 
be adjacent to each other. 
b) Up to one 2 level hill (using 2 pieces) may be built, all hills must be at least 
2 hexes apart (ie. at least 2 hexes in between). 
c) All oasis pieces must be seperated by at least 1 hex. 
d) There must be at least 3 hill and 3 oasis pieces on each map. 
Bidding: Bid for the Axis 
Time Allowed: Both players have 75 minutes each for all phases that can be, 
completed sequentially, ie. all phases except the plot phase. Time in the plot phase | 


is not put against either player's time but each plot may last an absolute maximum | 


of eight minutes. 

Time Penalty: As for WAGRAM 

Victory Points: At the end of the game - 

1) 10 VP per building controlled (occupied or last to have occupied). 
2) Standard VP for the destruction and damage of enemy units. 
Victory Levels: 


Draw — 100 to 119% 
Marginal — 120 to 159% 
Substantive — 160 to 199% 
Decisive — 200% 


N.B. Fractions round down. 


LENINGRAD 
Scenario Used: The standard game will be used. 
Bidding: Bid for the Germans. 
Additions and Clarifications: 
1) Hexside 1707/1807 is a river hexside, not a lake hexside. 
2) These hexsides are passable: 2003/2104, 2411/2511, 2705/2706. 
3) The Soviet cities are Pskov, Novgorod and the 4 Leningrad hexes. 
4) In the Soviet Reinforcement Schedule, Note 3 the column shift should read 
‘right’ not ‘left’. 
5) Rule 7.0 (clarification) Should the defender retreat 2 hexes, the attacker must 
advance into either the first or the second or both of the vacated hexes. 
6) Rule 15.0 (clarification) A Fort may NOT be built in an unoccupied hex in a ZOC 
of a German unit. 
7) Rule 16.0 (clarification) Reinforcements enter the map in supply for movement 
(but not for overrun). During overrun and combat they must be able to trace a valid 
supply line to a supply source in order to be in supply. 
8) The Soviet four column shift on turn 7 may be used for overruns. 
9) Units in the same hex do not have to attack the same defending hex(es). 
10) Forts may be placed up to 3 hexes any Leningrad hex, (counting the Leningrad 
hex as 0). 
Time Allowed: The Germans get 150 minutes and the Russians 120 minutes. 
Time Penalty: For each minute or part thereof that a player is overtime his opponent 
gains 2.5 VPs (round upwards). 
Victory Points: All awarded at the end of the game. 
German VPs: 
1) For the supplied occupation, undisputed control (includes having been the last 
to undisputedly control) of: Pskov..5 VPs; Kingisepp..5 VPs; Novogrod..10 VPs; 
Leningrad 2505..25 VPs; Leningrad 2605..30 VPs; Leningrad 2604..35 VPs; Len- 
ingrad 2705..40 VPs. 
2) For at least one supplied unit a) adjacent to Leningrad 15 VPs; or b) within 2 
hexes of Leningrad 10 VPs; or c) within 3 hexes of Leningrad 5 VPs. 
3) 1 VP per eliminated Soviet Fort 

1 VP per eliminated Soviet Mechanised unit. 

2 VPs per eliminated Soviet Armour unit. 
Soviet VPs: 
1 VP per eliminated German Infantry unit. 
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4 VPs per reduced German Mechanised unit. 

12 VPs per eliminated German Mechanised unit. 

5 VPs per reduced German Armour unit. 

15 VPs per eliminated German Armour unit. 

Victory Levels: Subtract the Soviet VPs from the German VPs and refer below: 
29 or less VPs : Soviet Decisive 


30 to 39 VPs__: Soviet Substantial 
40 to 49 VPs __ : Soviet Marginal 

50 to 59 VPs_: Draw 

60 to 69 VPs_-: German Marginal 
70 to 79 VPs__: German Substantial 


80 or more VPs: German Decisive 


OGRE 

Scenario Used: Scenario 1.04 and the second edition will be used. 

Additions and Clarifications: 

1) Optional rules 8.02, 8.04 and 8.05 will be used unless those who are chosing 
Ogre decide otherwise at the tournament briefing session. 

2) The game ends as soon as the Ogre is ‘killed’ or exits the mapboard; or if no 
attack is made by either player for 10 consecutive turns. 

3) Defence units which exit the board are counted as destroyed for victory 
conditions. 

Bidding: No bidding is necessary as each person plays both sides. 

Time Allowed: Each person gets 125 minutes for both set-up and play. The clocks 
may be stopped for up to 20 minutes between games in order to re-settle the 
counters. 

Time Penalty: For each 7 minutes or part thereof that a player is overtime the 
victory level is shifted in his opponent’s favour. 

Victory Points: Each person gains — 

3 VPs for a Complete Victory 

2 VPs for a Victory 

1 VP for a Marginal Victory 

O VP for a loss. 

Victory Levels: After the two games have been completed, subtract one players 
VP from the other's and compare to the table below: 

4-6 VPs .. Decisive Win 

2-3 VPs .. Substantive Win 

1 VP .. Marginal Win 

O VP... Draw 


RUSSIAN CAMPAIGN 

Scenario Used: Standard going up to and including May/June 43. Use the Avalon 
Hill rules with the following Optional rules: 26.2, 26.4, 26.5, 26.6 

Bidding: Bid for the Soviets. 

Clarifications: 

1) Use the Avalon Hill rules and optional rules as detailed above. 

2) The German player rolls for weather for Each impulse at the begining of each 
turn; that (or those) weather conditions are in effect for both player's impulses. 
3) In the Sept/Oct turn, mud weather becomes light mud and in the Nov/Dec turn, 
clear becomes light nud. 

4) Units that make an Automatic Victory attack cannot attack for the rest of that 
turn; if forced to do so, they are eliminated. This is a change from the Jedko rule. 
Victory Points: 

German VP’s: 3 VP for Moscow, Leningrad, Stalingrad, Astrakann and each Soviet 
Oilfield; 2 VP for each other Major City in Russia; 1 VP for each Minor City in 
Russia, and for each Worker Point. 

Soviet VP's: 20VP for Berlin; 10 VP for each Oilfield outside Russia; 5 VP for each 
non Soviet city. 

Victory Levels: Subtract Soviet Victory Total from German Victory Total, and cross 
reference turn game ended. 


GD GS GM DRAW SM SD 


1941 M/J6 5 4 3 2 1 0 
J/A 12+ 10-11 8-9 5-7 5-6 3-4 2- 
S/O 21+ 18-20 15-17 12-14 9-11 6-8 o- 
N/D 26+ 23-25 20-22 15-19 12-14 9-11 8- 
1942 J/F 26+ 23-25 20-22 15-19 12-14 9-11 8- 
M/A 26+ 23-25 20-22 15-19 12-14 9-11 8- 
M/J 32+ 29-31 26-28 21-25 18-20 15-17 14- 
J/A 43+ 938-42 33-37 28-32 23-27 18-22 17- 
S/O 514 46-50 41-45 36-40 31-35 26-30 25- 
N/D 51+ 46-50 41-45 36-40 31-35 26-30 25- 
1943 J/F 51+ 46-50 41-45 36-40 31-35 26-30 25- 
M/A 51+ 46-50 41-45 36-40 31-35 26-30 25- 
M/J 52+ 47-51 42-46 37-41 32-36 = 27-31 26- 


Use Rule 24.3 (Sudden Death Victory Conditions) for 1942 and 1943. If a player 
achieves victory according to this rule the game ends and he receives a Marginal 
Victory at least, with a possible Substantive or Decisive Victory if he has the Victory 
Points. 
If the Germans eliminate Stalin and take Moscow they win an Automatic Decisive 
Victory. 


If the Soviets eliminate Hitler and take Berlin they win an Automatic Decisive 
Victory. 

Time Allowed: The German player has 155 minutes while the Russian has 115 
minutes. 

Time Penalty: Each minute overtime, or part thereof, gives a Victory Point to your 
opponent. 


STORM OVER ARNHEM 
Scenario Used: Standard game: rule 8.17 will not be used, but rule 22.0 will be 
used. 
Bidding: Bid for the British 
Clarifications : 
1) If a British unit cannot retreat and is eliminated by a ‘+1’ result, it is placed 
uncommitted side up in the BRU Box. 
2) The player who has the initiative rolls on the Random Results Table. 
3) Apart from the last turn of rolling for units from the BRU Box, the units are not 
rolled for. Any excess is carried over to the next turn. 
4) The British may never get their artillery more than 6 times; they also get it 
automatically if they miss on 3 attempts. 
Victory Points: Same as standard game. 
Victory Levels: 
Britisn Decisive 14 or less German Decisive 30+ 
British Substantive 15-17 

German Substantive 27-29 
British Marginal 18-20 

German Marginal 24-26 
Draw 21-23 
If the game is unfinished VP’s are added to the German total. Turn 1 (17VP); Turn 
2 (15VP); Turn 3 (15VP); Turn 4 (14VP); Turn 5 (12VP); Turn 6 (10VP); Turn 7 
(7VP). 
Time Allowed: German player gets 145 minutes, and the British gets 125 minutes. 
Time Penalty: Each minute overtime, or part thereof, gives your opponent 1 VP. 


SQUAD LEADER ‘ 

Scenario Used: Game length is 10 turns and the time is September 1943 
(wheatfields). 

1) Rules used: 1-44 inclusive, plus rule 57 (upper level buildings) less rule 25 
(concealment). 

2) Maps used: 


4 3 2 N 


3) Soviet forces: 24 (4-4-7); 9 (6-2-8); 1 (9-2); 1 (8-1); 2 (8-0); 1 MMG; 8 LMG. 
These are secretly divided into three groups, entering on any edge except west, 
they must be pre-recorded secretly. 


German forces: 9 (2-4-7); 3 (4-6-7); 1 (9-1); 1 (7-0); 1 MMG; 4 LMG. These forces 
Set up in building on Board 3. 

4) 1st turn sequence, a) Russian secretly records groups and entry sides. b) 
German places initial forces. c) Russian moves first. 

5) German turn two reinforcements: 6 (8-3-8); 6 (4-6-7); 1 (10-2); 1 (9-1); 1 (8-1); 
1 (8-0); 4 LMG; 2 Flamethrowers, 2 demolition charges. These enter on west edge. 
6) Smoke may be laid by all Soviet (6-2-8) and German (8-3-8). 

7) German (2-4-7) act as squads (not crews) for support weapon operations. 

8) Initial set-up stacking is limited to a maximum of 1 squad + 1 leader + 1 support 
weapon per hex. 

Bidding: Bid for the Germans. 

Victory Points: For destroying enemy units: (2-4-7) = 3 VP; (4-4-7) = 4 VP; (4-6- 
7) = 6 VP; (6-2-8) = 8 VP; (8-3-8) = 8 VP; Leaders = Morale + Bonus 
Geographical, 10 VP per stone building hex controlled. 

Victory Levels: 


Decisive 

> 150+ 
Substantive: 100-149 
Marginal : 50-99 
Draw : 0-49 


Time Allowed: Soviet player gets 145 minutes and the German player gets 125 
minutes. 
Time clocks are used as follows: 
Phasing Player Non-phasing player 
Rally phase; (own) 
Rally phase; (own) 
Prep phase; 
Movement phase; 
Defensive fire; 
Advancing fire; 
Rout phase; (own) 
Rout phase; (own) 
Advance phase; 
Close Combat phase. 
Time Penalty: For each minute overtime, or part thereof, gives 15 Victory Points 
to opponent. 
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Boardgames Scenarios 


UP FRONT 

Scenario Used: Scenario B is played twice. Each player plays once as the Germans 
and once as the Allies and may select for himself which of the Allies he will play. 
All rules up to and including scenario B, but no others, are in use. 

Bidding: No bidding is necessary as each person plays both sides. 

Victory Points: Tne points a player gains the two games in accordance with the 
Scenario B victory conditions are summed and the smaller total is subtracted from 


the larger. 

Decisive : 200+ 
Substantive : 100-199 
Marginal  : 50-99 
Draw : 0-49 


Time Allowed: Each player has equal time ie. 135 minutes. 
Time Penalty: For each minute, or part thereof, that a player is over time gives the 
opponent 20 VPs. 


WOODEN SHIPS AND IRON MEN 

Scenario Used: This is a DYO scenario in the Napoleonic period. Each player 
selects ships from any ‘one’ nationality up to a total of 180 points. Each player 
may chose his nationality, but if both want the same then a die will decide who 
must chose another. 

Additions and Clarifications: Any non-British nationality may use chain shot. All 
advanced game rules but no optional rules are in effect. The wind is a moderate 
breeze and will not change. Wind direction changes on a die roll of six, taken every 
three turns. Wind direction is initially — and players enter on opposite sides of the 
board through any ‘one’ hex in line astern. 

Bidding: Bid for first choice of nationality. 

Victory Points: Every struck ship is worth its point value to the opponent. Every 
captured ship is worth double its points value. The smaller points total is subtracted 
from the larger. 


Decisive > 120+ 
Substantive : 80-119 
Marginal _: 30-79 
Draw : 0-29 


Time Allowed: Each player has equal time, ie. 135 minutes. 
Time Penalty: For each minute, or part thereof, that a player is overtime gives the 
opponent 12 VPs. 


VICTORY IN THE PACIFIC 

Scenario Used: The standard game of eight turns. 

Victory Points: Standard Victory Points. 

Bidding: Bid for the US side. 

Clarifications: 

1) Disabled results gained in the surprise raid against British ships in Indonesia 
are not counted. 

2) British forces in Indonesia on the first turn must stay for at least one round of 
normal combat. 

3) If Pearl Harbour has fallen, Victorious arrives at Samoa instead, and may return 
to Samoa at the end of that turn. 

4) On the first turn, the |-Boat may be placed in any sea area. 

5) Bottomed amphibious units are destroyed instead. 

6) In a night action, if a player doesn’t have enough ships to protect all his Aircraft 
Carriers, he may put forward zero gunnery (Surface) ships to equal his opponent's 
commiited non-zero gunnery ships. 

7) All Japanese units are returned to a friendly port, then all Allied units. While this 
‘is being done, the Allied player places his reinforcements. While Allied units are 
being returned the Japanese places his reinforcements. 

8) When there are both Allied and Japanese marines in the same area and the 
opportunity to land them arises (ie. after each round of combat or at the end of 
the turn) the procedure below is followed: 

a) Japanese player decides first, then the Allied player. 

b) If a player decided not to land he may not land any that marine landing phase; 
however if he does decide to land he is given the choice again, if his opponent 
also decided to land, and he has marines remaining in that sea area. 

9) Players hold an odd number damage marker for a day action, even for night 
and reveal these simultaneously. 

10) Air games cannot be repaired. 

Victory Levels: 


US Decisive : (US) 114 ; Japanese : (Jap) 144+ 
Decisive 

US : (US) 10 to US (8) ; Japanese : (Jap) 13 to (Jap) 7 

Substantive Substantive 

US Marginal : (US) 5 to US (2) ; Japanese : (Jap) 3 to (Jap) 6 
Marginal 

Draw : (US) 1 to (Jap) 2 


If time runs out before the completion of the eight turn, the following points on the 
Japanese side of the Victory Point Chart are considered the ‘0’ point, and the 
following Victory levels apply: Turn 1 (7), Turn 2 (15), Turn 3 (22), Turn 4 (24), 
Turn 5 (24), Turn 6 (19), Turn 7 (12). 
Draw .. +1, 0,-1 Marginal .. +-2,3 
Decisive .. +-5 or better. 


Substantive .. +-4 


Time Allowed: Japenese player has 140 minutes, and the US player has 130 
minutes. 
Time Penalty: Each minute over time, or part thereof, gives a POC to your opponent. 


WAGRAM 
Scenario Used: The standard game will be played. 
Additions and Clarifications: 
1) If bombarding artillery suffer an AE result they may treat it the same as an AR 
result. 
2) An artillery unit which starts it’s turn in the ZOC of an enemy unit may not make 
any bombardment attacks during that turn. 
3) Artillery may bombard at a range of 1 if they are not in an enemy ZOC. 
Bidding: Bid for the French. 
Victory Points: Standard game plus the following amendments — 
1) The Austrians cannot get any points for exiting units unless the last game turn 
is completed; they can only offset on a 1 for 1 basis any French VPs for gaining 
the Russbach Heights. 
2) The French gain the following extra VPs if the Austrian Special Reinforcements 
arrive, depending on the turn of arrival — Turn 7 some 40 VPs reducing by 5 VPs 
per turn. 
Victory Levels: 
Draw 

100 to 110% 
Marginal 120 to 150% 
Substantive 160 to 199% 
Decisive 200%+ 
N.B. round fractions down. 
Time Allowed: The French have 155 minutes and the Austrian 115 minutes. 
Time Penalty: 
1) For each minute or part thereof that the player with the lower % is over time 
the other player adds 10% to his final VP Ratio Percentage. 
2) For each minute or part thereof that the player with the higher % is over time 
he loses 10% of his final VP Ratio Percentage. As soon as his % drops below 
100% a recalculation is made: 
Opponent’s % = 100/ Modified %, and the method in Para 1 is used to continue 
the calculation. 


WURZBURG 

Scenario Used: Siege of Wurzburg (16.2) 

Clarifications: 

1) Rule 15.0 will not be used. 

2) Movement along Autobann costs 1/4 MP per hex. 

3) The combat odds are looked up on the CRT after ALL FPF and Barrage points 
have been applied. 

4) In a BR situation the Attacker Must attempt to retreat one hex away from the 
defender’s original hex, and can never retreat into or adjacent to the Original 
Defender’s hex. 

5) A unit must retreat and end its retreat the CRT indicated number of hexes away 
from its original hex or be eliminated. 

6) The points bid for the US are subtracted from the final US VP total. 

7) LOC is a line of hexes, unblocked by enemy units, or enemy ZOC's. Friendly 
units do not negate the effect of enemy ZOC. This LOC is traced to the southern 
edge. 

8) All Wurzburg hexes are connected to each other by road hexes for victory point 
purposes only. 


Bidding: Bid for the US side. 

Victory Points: Only the US gets VPs. 

Eliminated Soviet artillery unit: FPF + Barrage + Defence Strength 
Eliminated Soviet other units : Attack Strength 

Eliminated US artillery units : —2 times (FPF + Barrage + Defence Strength) 
Eliminated US other units : — (Attack + Defence Strength) 

Pick the best possible ‘achieved’ geographical objective victory point total: 


LOC on 

Road* AnyLOC NoLOC 
In a hex of Wurzburg north of river 120 VP 90VP 30 VP 
In a hex of Wurzburg south of river 90 VP 70 VP 10 VP 
Adjacent to any hex of Wurzburg 50 VP 10 VP —10VP 
Not in or adjacent to Wurzburg ~30 VP -30VP -30 VP 


* (First 12 movement points out of Wurzburg do not have to be by road)! 


Victory Levels: Soviet US 
Decisive less than 0 100+ VP 
Substantive 0 to 19 VP 80 to 99 VP 
Marginal 20 to 39 VP 60 to 79 VP 
Draw 40 to 59 VP 


Time Allowed: Soviets get 145 minutes, and the US player gets 125 minutes. 
Time Penalty: Each minute over time, or part thereof, gives 5 VP to your opponent. 
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| PART 4 
THE BATTLE OF THE RIVER 
MEDWAY 


by Ivan Withers 
Events Leading up to the Battle 


As described previously in this series, the Ro- 
mans successfully landed in Britain in 43 AD, 
and quickly linked up their scattered forces with 
their main base. This was at Rutupiae, near 
modern Richborough, on the coast south of 
the River Thames estuary. 


Historically it is presumed that all four legions 
took part in the huge battle at the River Med- 
way, but in the campaign only Legio |i Augusta 
and Legio XX Valeria (with their respective 
supporting auxiliaries and cavalry) attempted 
the feat. Legio 1X Hispana had become in- 
volved with the Regni tribe in Sussex, ruled by 
the pro-Roman Cogidubnus, and Legio XIV 
Gemina was recovering at Rutupiae from a 
disaster in Kent (land of the Cantii tribe). Each 
Legio was organised as an autonomous unit, 
complete with ‘artillery’, cavalry and auxiliary 
troops, as well as supply trains and similar 
supplementary units. 


The planning towards the multi-player game 
was described in Part 3 of this series, in Break- 
out #15. As can be seen from the accom- 
panying Orders of Battle and the map of the 
battlefield, the Britons had a strong position. 
The players were given lists of troops, an In- 
telligence Summary, and the conditions for 
victory, as well as ascore sheet for later record- 
ing of casualties and orders. 


The Tabletop Battlefield 


The playing area was approximately 20 feet 
by 8 feet, formed by pushing together a number 
of trestle tables. This was covered with a can- 
vas dropsheet on which the main terrain fea- 
tures had been painted. The river was blue, 


as was the sea at the river mouth; the main 
area was green, with the positions for hills and 
woods painted differently for later mounting of 
‘terraced’ hills made of pre-cut plastic foam. 


Preliminary Notes on Play 


The battle was planned to begin at 10am and 
continue for 9 Game Periods, until darkness 
fell at 7pm (GP 9). Low tide would occur at 
3pm (GP 5). 


The Romans were deemed outscouted, and 
under the WRG Ancients Rules had to set out 
their troops to a maximum of 0.6 metres (24 
inches) from their edge of the table. Troops to 
a point value of up to 10% of their total force 
for Romans (20% for Britons) could be held 
off-table to arrive late. The Britons had to set 
out only those troops visible from the Roman's 
starting positions, up to one metre (40 inches) 


from their table edge. After both sides had 
written down their orders, the Britons then laid 
down the remainder on the table. 


An important rule was that once orders had 
been written for the first period and the Britons 
fully deployed, commanders of both. sides 
could only act on written orders, and change 
them only by sending a courier with written 
orders. 


The Britons were allowed to move through the 
woods along the 45mm secret path at normal 
rate, using only a marker. (Thus the Romans 
could not tell whether the marker represented 
just a courier, a small force, or a whole army!) 
Also, one unit was permitted to be hidden be- 
hind the ridge near the river, but the Briton 
players took no advantage of this. 


Besides the main ford, identified by the marked 
trail on the canvas, there were two other un- 
marked fords further upstream; the Romans 
of course knew one was there from historical 
hindsight, but its location was unknown; they 
had to find it first before using it! 
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Table 4.1 Roman Order of Battle 


Legate: Aulus Plautius 

Bodyguard: 5 HC, A-grade, javelins 

a. Legio Il Augusta 

Legate: Pompeius Largo 

Bodyguard: 5 HC, B-grade, javelins 

Coh.|! 30 Hi, B-grade, pila + javelins 
Coh.Il 24 HI, B-grade, pila + javelins 
Coh.Ill 23 HI, B-grade, pila + javelins 
Coh.IV 20 HI, B-grade, pila + javelins 
Coh.V 24 HI, C-grade, pila + javelins 
Ballistae: Two 2-man 

Wagons: Two figures, carrying food, 


supplies, pay and equipment. 
b. Leglo XX Valeria 


Legate: Hosidius Geta 
Bodyguard: 5 HC, B-grade, javelins 
Coh.| 30 Hi, B-grade, pila + javelins 
Coh.!! 24 Hi, B-grade, pila + javelins 
Coh. Ill 20 HI, B-grade, pila + javelins 
Coh.IV 24 HI, C-grade, pila + javelins 
Coh.V 24 HI, c-grade, pila + javelins 
Ballistae: Two 2-man 
Wagons: Two figures 
c. Auxiliaries 
Batavi: 22 LMI, B-grade, javelins 
Victrix: 24 LHI, C-grade, javetins 
Rhodians: 12 LI, C-grade, Slings 
12 LI, C-grade, javelins 
Augustiana: 20 LI, C-grade, bows, no 
shields 
Sebosiana: 12 Light Cavalry, B-grade, 
javelins 
Tungrorum: 15 Heavy Cavalry, C-grade, 
javelins 
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Table 4.2 Britons Order of Battle 
a. Catuvellauni 
King Caractacus 
Bodyguard: 

1st Chariots 
2nd Chariots 
Cavalry 

1st Warband 
2nd Warband 
3rd Warband 
Skirmishers 
Slingers 


4 LC, A-grade, javelins 

12 LCh, B-grade, javelins 

10 LCh, C-grade, javelins 

12 LC, B-grade, javelins 

40 LMI, B-grade, javelins 

30 LMI, C-grade, javelins 

25 LMI, C-grade, javelins 

15 LI, C-grade, javelins 

15 LI, C-grade, sling + dagger 
12 LI, C-grade, sling + dagger 


b. Trinovantes 
Prince Togodumnus 


Bodyguard: 4 LC, B-grade, javelins 
Chariots 10 LCh, B-grade, javelins 
Cavalry 15 LC, C-grade, javelins 


30 LMI, B-grade, javelins 
40 LMI, C-grade, javelins 


1st Warband 
2nd Warband 


3rd Warband 25 LMI, C-grade, javelins 
Skirmishers 15 LI, C-grade, javelins 
Slingers 12 LI, C-grade, sling + dagger 
c. Beigae 

Warleader Abrastig 

Bodyguard: 4 LCH, B-grade, javelins 
Chariots 8 LCh, C-grade, javelins 
Cavalry 12 LC, C-grade, javelins 

1st Warband 30 LMI, C-grade, javelins 

2nd Warband 20 LMI, C-grade, javelins 
Slingers 12 LI, C-grade, sling + dagger 
d. Dobunni 

Warleader Blatobul 

Cavalry 6 LC, C-grade, javelins 
Slingers 20 LI, C-grade, sling + dagger 
Skirmishers 12 LI, C-grade, javelins 
Warband 15 LMI, C-grade, javelins 


Victory Conditions 

These took a lot of thought. Everyone seemed to be 
certain beforehand that the Romans would eventually 
prevail as they had done in true history, but what was 
needed was a system so that an individual player 
could measure his success against the achievements 
of all the other players in the game. In this way it 
should in theory be possible for a general on the side 
which lost overall to be the “Winning General”. (In 
fact this did happen, but more of that later.) 


The score for each player was ao separately, 
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taking into account the value of troops under his con- 
trol, his losses, the number of enemy killed, and 
whether or not he had achieved his specified objectives. 


At the time of this battle | was using an unnecessarily 
complicated method to calculate. | finally kept to the 
following method with only small variations. A player 
starting with “X” points (the WRG value of his troops), 
deducted his losses, added twice the number of en- 
emy he killed, and added a fixed point-score which 
differed for each objective stated in the Victory Con- 
ditions. In this game, it was also stipulated that troops 
who had crossed the river and still had a safe line of 
communications and/or retreat counted double ob- 
jective points. 

The Battle Opens 

Using the WRG Weather Rules, | determined that the 
day dawned cloudy and breezy, but the wind proved 
erratic. At one stage rain threatened (important: wet 
bowstrings won't shoot!) and for one game period the 
wind strengthened so as to reduce the ranges of 
missile fire before dying away. 


With historical hindsight, the Roman players of course 
knew there was a second ford up-river from the main 
ford and made a two-pronged advance. Their war- 
engines were left with a strong guard on the central 
high ground to their rear. 

Ostensibly, the cohort guarding the bolt-throwing war- 
engines had been put there to help balance-out the 
forces on the table. We had far more Roman figures 
available than we had Britons. During my shuttling 
back and forth as moderator, | learned that the Briton 
players had actually considered a fast cavalry strike 
from behind the central hill at the most obvious van- 
tage point for bolt-throwers but rejected the idea. 


When the battle opened (See the map), the bolt-throw- 
ers were ordered to move to the crest of the hill then 
“strafe” the warriors at the ford. It was then that 
“Plautius” discovered to his chagrin that his maximum 
range only dropped bolts on the Roman side of the 
ford; the closer bank of the bend in the river actually 
defined the maximum range from the bottom of the 
slope. But these powerful missile weapons weren't 
moved into effect! They stayed put, forgotten during 
the excitement caused by the auxiliaries splashing 
through the ford into contact. 


Three warships under oars provided a diversion on 
the Roman right (coastal) flank which successfully 
siphoned of an entire 25-figure warband (represent- 
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ing 500 men) and a small group of slingers. This 
represented perhaps 5% of the entire Britons army, 
a worthwhile tactical success. 


Legio XX and most of the auxiliaries had a straight- 
forward slugging match at the main ford which lasted 
all day, and ended pretty inconclusively at dark and 
high tide. Surprisingly, the number of figures removed 
during the fighting was relatively small, considering 
the huge milling mass of figures around the ford. 


The legate of Legio || spotted Britons crossing and 
quickly located the ford they were using near the 
southern edge of the table. A skirmish above the 
stream junction threw the Britons back across the 
Medway fairly quickly. 


Tactics at the Southern Ford 


As non-player umpire | was fascinated by the lack of 
co-ordination between ail the player/generals, on both 
sides. It was obvious the Romans were going to force 
a crossing at the southern-most ford, but they were 
too distant to be of any assistance in the fracas at 
the main ford. Togodumnus, who was leading the 
Britons at the southern ford, used the wrong sort of 
troops across the river and lost a valuable light cavalry 
unit; thus by the time the Roman legionaries were 
wading through the ford there were only light infantry 
(slingers and skirmishing javelin troops) to oppose 
them. However, these certainly “had the legs over’ 
the armoured Romans and melted away into the 
woods with only light casualties. 


Togodumnus himself crossed the river in the second- 
last period of the game, using the secret ford known 
only to the Britons and completely unsuspected by 
any Roman player. The troops under Togodumnus, 
although few in number, threatened the rear of both 
Roman wings. This brought him more personal ‘ku- 
dos’ than any other player (it pays to read the victory 
conditions carefully!), the victory points and objective 
points thus gained far outweighed his losses in battle. 


Tactics at the Main Ford 


As commented, the three vessels on the Britons’ ex- 
posed flank diverted valuable warriors from the main 
battle at the ford by moving as if to disgorge marines 
onto the mudflats on the Britons’ left. During the whole 
day's battle they moved as if trying to find a spot to 
land, moving back when the shore was threatened, 
then coming close in-shore when the warriors looked 
like moving away to join the main battle. 
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At the very beginning of the battle, the faster-moving 
auxiliaries raced forward, leaving their legionary com- 
rades to plod behind. At the ford the light-heavy and 
the light-medium auxiliaries crossed, only to be forced 
back eventually by the mass of Briton warriors. This 
had the effect of blocking the advance of the legion- 
aries and kept a successful crossing of the battlefield 
out-of-reach for this day’s game at least. Plautius lost 
two figures from his legionaries (although most co- 
horts had 18 or 19 casualties, 20 are needed under 
the rules before a figure is taken from the table). 


Caractacus sent orders and counter-orders galore by 
mounted couriers throughout the game. One poor 
unit spent the entire game/day marching back and 
forth in front of the central hall as they received first 
one, then another order. A further problem caused 
an entire unit of chariots (to the value of almost 10% 
of the points value of the Briton’s army) to arrive late, 
and then sit out the entire game watching the view; 
someone forgot to give these valuable troops any 
orders. 

Nightfall was declared a bit early. We were all finding 
out that a multi-player wargame of this size takes a 
lot longer than a series of separate smaller encoun- 
ters. The game progresses at the speed of the slowest 
resolution anywhere on the table. The more players 
there are, the more the different areas of the table 
tend to get out of step. Also, the more figures on the 
table (or perhaps the more units) the longer it takes 
actually moving the figures around on the table and 
resolving any action. 

At nightfall, the Romans had a foothold across both 
fords, but both were hotly disputed by Britons in com- 
bat. | ruled that the Britons would melt away during 


the night, mainly because of the difficulty in trying to’ 


relay the battlefield and all the troops, organise a 
venue convenient to all players, and we were getting 
pretty tired. | rationalised this by pointing out that the 
Romans still had units uncommitted to the fray; that 
although Togodumnus was in a position to make 
things uncomfortable by harrassing flanks and rear 
of several Roman units, he had not sufficient support 
to do any great damage. 


Thus, as we all more-or-less expected beforehand, 
the Romans had indeed won the crossing, but the 
cost was high indeed. 


Results and Aftermath 


In the newsletter “Eye of Nodens No7” which | cir- 
culated about two weeks later ( after burning a lot of 
time sorting out, re-tabulating strengths of units, work- 
ing out who survived of the many characaters who 
suffered wounds during the battle) | stated it as 
follows. 


Caractacus, king of the Catuvellauni, has suffered 
some loss of prestige following the disaster to Briton 
arms at the River Medway. The tributary tribe of the 
Belgae have gone into a tizzy following the death of 
their main warleader Abtrastig during the battle. The 
leaderless Belgae warbands then pulled back to their 
own territory. Caractacus has fallen out with his half- 
brother Togodumnus, who leads the Trinovantes 
tribe; Togodumnus is the one who crossed the river 
during the battle to come round behind the Romans 
as they crossed, but too late to influence the outcome 
of the battle. He accused Caractacus of cowardice. 
Caractacus went into a sulk and withdrew his own 
troops back to Catuvellauni territory north west of 
today’s central London. 


Tribal reactions were mixed. The Iceni of the Norfolk 
area now disclaimed all support for the Belgic cause; 
meanwhile the Parisii ignored all these distractions 
in the South and engaged in a war with their neigh- 
bours the Brigantes. 


Cogidubnus, king of the Regni tribe, has banished 
the warleader Manobrash (who killed a Legate as 
Legio XIV at Anderid) and is accepting Roman envoys 
to declare his tribe in alliance with the Romans. Man- 
obrash is of course a considerable hero with all anti- 
Roman warriors and is gathering a force in the wilds 
south of the Thames. 
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The Roman commander Plautius had originally been 
ordered to call for reinforcements, so that Claudius 
could lead troops in person to claim a military victory 
for himself. Claudius had been conned by his sweet 
wife, the alluring Messalina, into believing she had 
nothing to do with the preparations to select a new 
Caesar when Claudius was reported lost at sea on 
his way to Britain. Having cleared up the confusion 
(and a few enemies?) Claudius was now on his way 
by the overland route with his faithful Praetorians and 
gathering other units, without waiting for Plautius’ plea 
for help. 


Thus in the campaign there was much confusion (as 
no doubt had really occurred). The last message 
Plautius received was a courier just after the Medway 
battle, the last thing the courier had seen as he left 
Rome was political furore and street rioting. This left 
the player-Plautius in some confusion. Should he 
proceed as he had been ordered, and wait for Clau- 
dius to reinforce him before crossing the River 
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Thames and locating the Britons’ capital? Or should 
he do “the obvious thing” militarily and press on as 
fast as possible to follow up the victory? 


In the event, the player-Plautius compromised. He 
moved fast to make a bridgehead across the Thames, 
confirmed a treaty with the Regni king, Cogidubnus, 
and then sat waiting for Claudius. However he tried 
to make no contact with the Iceni, and all other tribes 
rejected his overtures. 


The player Manobrash found his prestige consider- 
able, but since he was rejected by his own tribe he 
had to go into hiding. This limited his rate of recruit- 
ment and rather than be inactive he stepped up pin- 
prick raids against the Romans while he tried to make 
alliances with the other major tribes. 


Thus, following the Battle of the River Medway, there 
was some confusion among all the participants, which 
by default meant that everyone would more or less 
wait for Claudius and his army to arrive in Britain. 
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After Action Report 


Fire in the East 


by Nigel Brand 


| promised last edition to report on a game of 
Fire in the East to be played by Breakout’s 
staff. The game has been played and I’m happy 
to report that the players agreed the Germans 
could do no better than a stalemate and ter- 
minated the game at the beginning of the Oc- 
tober II turn. 

Strategies 


The German strategy was to feint towards 
Moscow while actually making Leningrad the 
main focus of the Axis attack. It was intended 
to turn northwards at the last possible moment. 
In the south the Germans intended to cross 
the Dnepr north of Kiev and then head south- 
east for the industrial heartland. 


The Soviet strategy was basically “scorched 
earth”; to destroy railways, airbases and ports 
and to withdraw as quickly as possible, launch- 
ing local counterattacks with armour and artil- 
lery. These were to concentrate on Axis 
motorised infantry where possible; the game 
mechanics make such units vulnerable to ar- 
moured attacks. Railway conversion engineers 
and Axis air units on the ground were also 
prime targets. All the major cities were to be 
contested and garrisons left behind, with ad- 
equate flak to discomfort enemy bombers. 


Play of the game 


The initial Axis attacks were devastating, par- 
ticularly north of the Pripet marshes which 
divided the front conveniently. Axis spear- 
heads advanced rapidly through the Baltic 
States and along the road to Minsk. Old DNO 
players will be shocked by the historical de- 
ployments; much of the Soviet armour is in the 
Lwow area while the Axis has only one (Ru- 
manian) armoured division south of Hungary. 
Thus the Axis tend to go more slowly than 
before in th South and more rapidly than before 
in the north. 


The great fortress at Brest-Litovsk fell in the 
first turn. Cernauti fell in early August but early 
Axis attacks on Lwow failed and the city held 
out until late August. An attack on Stanislav 
in early August proved disastrous when four 
Hungarian divisions were lost. Further north 
Ventispils, on the Baltic, and Minsk also fell in 
early August. Vitebsk, about half way from the 
border to Moscow, fell in late August. Smo- 
lensk fell in early September. 


When the game ended? the Germans were 
threatening Leningrad but had lost two full in- 
fantry corps in the attempt through timely So- 
viet armoured counter-attacks. Two German 
panzer corps were involved in the assault in 
Leningrad but supply problems were beginning 
to hamper the German advance, and a double 


fort line protected the city. Mud on October I! 
would have greatly worsened the Germans’ 
supply difficulties. The panzers were posi- 
tioned awkwardly and it would have taken 
some time to relocate them. 


North of Leningrad the Finns played little part 
in the war and the Soviets advanced beyond 
the 1940 border. The rules governing warfare 
north of the Arctic Circle have been revised 
and deployments greatly changed! The Sovi- 
ets begin with an armoured division at the base 
of the Kola peninsular! And they even have a 
flotilla of destroyers in Murmansk. The inex- 
perience of the Finnish commander, Paul 
Garnham showed, especially in southern Fin- 
land where the Finns must be as agressive as 
possible to at least distract the Soviets. Soviet 
advances into southern Finland north of the 
Karelian isthmus occurred even when virtually 
all the armoured forces in the area had been 
withdrawn. 

To the west of Moscow there was a large No- 
man’s land of perhaps 100 miles. The Ger- 
mans threw a defensive screen up while the 
Soviets under Marshall Trunoff were assem- 
bling a powerful reserve. Unfortunately (in 
hindsight) Soviet forces destroyed a bit TOO 
much railway west of Moscow and thus the 
Soviets would have been inconvenienced in 
any counter-attacks towards Smolensk. 


In the South things were at a delicate stage. 
Axis units were adjacent to Odessa and had 
finally cut it off from the east after a surprise 
counter-attack destroyed a German corps. 
Nonetheless the siege of the city had barely 
begun and the Soviets held a shrinking perim- 
eter north and west of the city. Both sides were 
hampered by supply difficulties, which would 
have become even worse for the Axis with the 
onset of Mud on November I. 


The Soviets had withdrawn almost entirely 
from the West and Central Ukraine, defending 
only Kiev, the great Dnepr river and a few minor 
cities. The Germans tried to turn the Dnepr 
north of Kiev and succeeded, only to lose an 
armoured corps to Soviet counter-attacks. The 
Soviets have massed 18 combat/motorised 
divisions; the Germans 11, although they were 
beset with supply and weather-related move- 
ment problems. While the Germans were ad- 
jacent to Kiev, the city had not been attacked 
and it was stoutly defended. 


The Germans took quite heavy losses on the 
ground, while losing virtually nothing in the air. 
The Soviets lost a few air units and naturally 
took appalling losses on the ground in the first 
few turns. Surprisingly they again took heavy 
losses in August, for reasons which were a bit 
of a mystery to the Soviets. 


Thoughts 


All the players enjoyed the experience and 
gained from the considerable time and ego 
investment. German Army Group South com- 
mander Geoff Wilson, the least experienced 
player, probably learned the most. Although 
he suffered heavy casualties, particularly to 


motorised and mech infantry, and made some 
significant errors, he appreciated the impor- 
tance of flak, and of keeping Axis fighters as 
close as possible to the front line. Geoff now 
realises the importance of disrupting Soviet 
communications by pinpoint bombing (or even 
small scale airborne operations) to prevent 
Soviet strategic redeployments. He also be- 
lieves the Germans were “... hamstrung in 
the south by a lack of wheels.” In fairness to 
Geoff it must be said that his die-rolling was 
quite extraordinarily bad on several occasions. 


German northern front commander, Grant Gar- 
raway, believes the revised armour effects 
rules have had a major impact on the game. 
Grant, who has not played any of the Europa 
games since DNO, believes the new AEC rules 
enable the Soviets to increase the number of 
stacks with full Anti Tank Effects Capability. 
He points out that whereas in the original game 
a Soviet tank division with artillery or non-tank 
motorised units defended with half ATEC, it 
now has full ATEC. Grant did not fully appre- 
ciate until late in the game that his observations 
worked both ways. By this stage the Soviet 
tactic of picking on motorised infantry with ar- 
moured counter-attacks had been so suc- 
cessful that the Germans had a serious shortage 
of such units. 

Grant also has reservations about the ground 
combat results table, pointing out that the de- 
signers of the game saw fit to introduce a two 
dice air CRT but have done nothing about the 
ground CRT which remains a single die ar- 
rangement. “Some major attacks, such as 
those on Minsk, Smolensk and Kiev, ultimately 
come down to a single die roll. There’s too 
much variability, even at quite high odds,” he 
commented. 


Luftwaffe commander Paul Garnham didn't get 
much chance to experiment with his units. 
Planned airborne assaults were repeatedly 
cancelled due to the changing tactical situation 
and the Luftwaffe was constantly in demand 
for ground support purposes. The few attempts 
at rail-busting proved generally unsuccessful, 
although the main rail line from Leningrad to 
Moscow was broken and proved troublesome 
to repair. 


Equally the Soviets made little use of their air 
units other than for tactical missions. 


The Germans didn’t experiment with the use 
of trucks as supply sources, as John Astell 
suggests (see Letters this issue). Nor did they 
attack the Soviet navy, which proved im- 
mensely useful, especially in the Black Sea. 
From early July through to September this 
transported dozens of divisions from the Cau- 
casus to the Odessa area, saving vital rail ca- 
pacity. Once Odessa was cut off it kept the city 
supplied and evacuated divisions which couldn't 
be supplied. Naval gunfire support also proved 
useful on several occasions, being equal to a 
reasonably sized corps in firepower. The Ger- 
mans could bomb the port facilities at Odessa 
as well as bombing ships at sea or in port. The 
use of such varied options as the game system 
allows is a matter for judgement; there are no 
clear cut, ‘by the book’ uses for airpower and 
given there are only so many units, their use 
is often a matter for discussion between the 
players. Continued on page 43 
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Sreasure 
Crap 


Castle 


by lan Evans 


“Moon Jackal, the scout, now far ahead of the 
party, has regained his night vision. He dis- 
covers a door covered in cobwebs and silently 
checks for hidden traps. Carefully opening the 
door he discovers that it leads to an empty 
chamber. Returning quietly to the party he re- 
ports his findings. They, weary from their pre- 
vious encounters, quickly move forward to 
occupy this safe haven. 


“Suddenly there is a flash of blinding light and 
a gruesome creature appears in their midst. 
The adrenalin pumps into the bloodstream of 
each party member. The Guardians valiantly 
leap to the attack. The Lore-Wardens discern 
the monster is of an Evil nature, but not Undead 
and that it is taking no damage from the weap- 
ons. Meanwhile the Elementalist has triggered 
his rune and frozen the monster in its tracks. 
The Lore-Wardens call forth a spirit bolt each 
and the Elementalist disrupts the monster's 
head, causing it to collapse and then dissolve 
into thin air. The Lore-Wardens set about cur- 
ing the Guardians and the Elementalist sets 
a glyph about the door so that the party can 
rest for the night.” 


No it is not another Role Playing Game. This 
actually happened at Treasure Trap Castle in 
Cheshire, England. Treasure Trap, or Peck- 
forton Castle, is a Norman style castle located 
near Rarporley, Cheshire, set in the middle of 
acres of bushland. The castle, complete with 
battlements, has five towers and many rooms 
and passages, above and below the ground. 
These provide the staff with plenty of raw 
material for imaginative and spectacular cam- 
paigns during which many an adventurer has 
obtained their fortune or their deaths, for at 
Treasure Trap players can put pencil and 
paper away and instead really ‘live’ their 
adventures. 


There are four main character classes — 
Scout, Guardian, Elementalist and Lore- 
Warden. 


The Scout is the silent mover, the climber, the 
sneaker in shadows and remover of sentries. 
Dexterity and agility are his strong points. He 
has sharp eyes and sensitive hearing. For the 
sake of silence, he forgoes the use of metal 
armour and restricts himself to sword, dagger 
and shield. Joining a Guild will mean instruction 
in silent movement, camouflage, how to climb 
and move along ropes, how to spot, use and 
disarm and traps. 


The Guardian is the defender of the party. 
Strength and skill at arms are his forte and his 
main function is to bear the brunt of the physical 
combat. For this reason he must be clad in the 
stoutest of armour and be proficient in the use 
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of as many weapons as possible. The Guild 
the Guardian joins will instruct him in weapon 
conduct, best use of armour, weapons and 
shield. Also he is able to borrow guild armour 
and weapons, until he can afford his own. 


The Elementalist uses his knowledge of and 
familiarity with the elements to bring about 
changes, which appear to be contrary to 
Nature, known by the uninitiated as ‘Magic’. 
The three bases of ‘Magic’ are Devinitive (de- 
tection), Defensive and Offensive. To cast any 
spell the Elementalist requires a special rune. 
For this reason a player must join a Guild to 
be taught such things as Runes, use of spells, 
brewing of spells, use of magic items and 
Reading and Writing “The Language”. 


Steeped in Lore, the Lore-Warden’s main func- 
tion is to heal the sick and wounded and turn 
or destroy unnatural creatures such as the 
Undead. He is also a doughty fighter and will 
be instructed by his Guild in the intricacies of 
arms and armour. The Lore-Warden uses 
‘miracles’ each of which have verbal and se- 
mantic components, necessary to summon the 
spirits to his/her aid. 


During an adventure a Party is accompanied 
by a Referee who keeps a running total of the 
Players’ Life Points and informs the players 
when they are “Dead” or about to become so. 
The Referee is with the party to control the 
game, so he will in no way interfere with or 
assist the Party. He is completely neutral and 
will not guide or advise the Party, but at all 
times his word is law. 


The number of Life Points a character has de- 
pends upon his character class and level. The 
loss of all these life points means a player is 
‘Dead’. Moreover, each part of a Player's body 
has its own number of Life Points and likewise 
the total loss of Life Points to any part means 
that particular part is “dead” or useless. Losing 
Life Points totally from the Head, Chest or Ab- 
domen causes the player to collapse in shock 
and die, unless ‘Medical Aid” is received 
promptly. Similarly if a limb loses double its 
Life Points, the player loses the limb and also 
collapses in shock and will die without medical 
aid. 

Damage inflicted on a Player is indicated by 
means of various coloured dyes. Each color 
represents a certain number of Life Points 


worth of damage. All monsters’ weapons carry 
a certain colour dye, which the monster will 
endeavour to mark (damage) a player as many 
times as possible before the monster is either 
killed or subdued. Spells, tricks and traps inflict 
damage in a like manner. After an encounter, 
the referee will call time and tally the damage 
on each player, instructing them to fall down 
if they are dead or in shock. 


In the world of Treasure Trap the coinage con- 
sists of ‘Stells’” and is usable at the Armoury 
to purchase such things aS weapons, armour, 
runes for spells etc. All treasure found during 
an adventure carries a corresponding value in 
Stells and may be converted at the Armour or 
wherever the character can get a better price 
for it in the club. 


Progression of a character skill level is achieved 


m™™ by surviving a dungeon and satisfying the ref- 


eree that he did his part in the adventure. A 
Guardian that doesn't fight, a Scout not scout- 
ing and Lore-Wardens and Elementalists not 
spelling will find it difficult to gain levels and 
also may be punished by the rest of the party 
for their non-activity, usually by death. 


First time adventurers at Treasure Trap are 
given very special characters to allow them to 
taste the powers of each character class. They 
are equipped with a broadsword, a shield, one 
spell and one miracle. Out of the usual eight 
or nine characters entering the Basic dungeon 
it is about normal for only two or three to sur- 
vive. Most Basics make a silly mistake just at 
the end and die. The Basics that survive have 
the bonus of the treasure they get away with, 
otherwise a character has to be started from 
first level with no “Stells”. 


Not only do you get to play our your favorite 
character but between adventures monsters 
are always required as characters need some- 
one or something to fight. Monsters are all 
briefed by the referee on the parts they play 
and how many ‘hits’ they can take before dying. 
By monstering a player can learn about the 
different character classes and play them as 
a monster-character. 


With all this a dungeon is never complete with- 
out an atmosphere. This is where special 
effects come into play, and some are very off- 
putting. Try walking into pitch black and smoke- 
filled rooms; being confronted by two ultra vi- 
olet skeletons, seeing a bright flash of lignt 
followed by a fire elemental charging at you, 
or deciding whether to enter a room filled with 
rotten egg gas. Strobe lights simulate the plane 
of fire. 


If acting out fantasies on the weekend is not 
enough, Treasure Trap also hold long adven- 
tures ranging from overnight to 14 day holiday 
epics. The staff at the castle also run special 
combat courses where you can learn to fight 
with real weapons, clubs, swords, bows etc. 


Having spent three weekends at Peckforth 
Castle, | have survived my Basic adventures 
after being tortured and having my tongue cut 
out; got my tongue regenerated only to bleed 
to death in my first level dungeon. As a monster 
| have played an orc, giant, elementalist, zom- 
bie, skeleton and guardian. It is all a lot of fun 
but can get a lot more exhausting that sitting 
around a table playing with dice and miniatures! 
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BOOTS AND SADDLES 
Published by Game Designers Workshop 
Designed by Frank Chadwick 
Recommended Retail Price not known at 
time of going to press 
Number of players: 2 
Playing time: 4 to 20 hours 
Set-up time: 30 minutes 
Distributed by Jedko Games 
Review copy supplied by Jedko Games 


Having been fortunate enough to get my hands 
on an advance copy, | was eager to compare 
Boots and Saddles with GDW's Assault, on 
which it is based. Since the release of Assault 
GDW has made some revisions, updated the 
charts and tables, scenario sheets and ironed 
out flaws within the rules, while presenting an 
interesting and challenging new game to us. 


First up, GDW has included organisation charts 
for both the US and Soviet forces, which makes 
setting up the game much easier, because you 
no longer have to spend a lot of valuable time 
searching for battalion and regimental assets 
such as mortar platoons, observation posts 
and the like. Secondly GDW has included a 
full color terrain chart, which makes identifying 
elevation levels that much easier, and revised 
the elevation rules, of which more later. The 
scenario set up sheets are much easier to 
understand, for while GDW has retained the 
same format as Assault it has also included 
tables that list each force for each scenario by 
turn of entry and by platoon (which is the basic 
unit inBoots and Saddles , rather than by com- 
pany, battalion or regiment. Identifying units 
and the composition of the battalions and reg- 
iments is far easier as is setting up the game. 


The rules have been revised and for those who 
already own Assault an errata sheet is included 
So you do not have to read the rules again. 
Also included is a five page Boots and Sad- 
dles set of rules that deals with the working 
of helicopters, a briefing folder that includes 
notes on the organisation, doctrine and equip- 
ment of both side, ammunition expenditure rec- 
ords and a command morale record. 


Snapshot 


The pieces are identical in format to Assault 
and of course include new units both for air- 
mobile ops and new ground units. The US 
player now has the M-60A3 and the M-988 
“Sergeant York” flakwagon on the ground 
while in the air he can choose from the OH-58 
Kiowa recon ship, AH-1 Cobras, AH-64 
Apaches, UH-60 Blackhawks and the famous 
UH-1 Iroquois, (alhough there are no counters 
included for the latter, the stated reason being 
that the Huey is being phased out and replaced 
by the Blacknawk). The Soviets now have the 
T-72 Main Battle Tank, the SPG-9 recoilless 
rifle, the SD-44 self-propelled anti-tank gun 
and a deadly assortment of Anti-Aircraft Artil- 
lery in the form of the ZSU-23 and 30, plus the 
SA-9 mobile Surface to Air Missile launcher. 
(Again there are no counters available for he 
ZSU-23, as it is being replaced by the -30.) 
Soviet choppers include the Mi-8 Hip, Mi-2 
Hoplite, Mi-24 Hind and the monster Mi-26 
Halo transport ‘copter. 


The maps are of the same style as Assault 
with multitudes of colour and compatible to 
allow ‘design your own’ scenarios on a mam- 
moth scale. The updates to the original rules 
are fairly limited, being more along the lines 
of clarification than revision. The morale rules 
now state that a unit’s morale depends on the 
number of steps in the parent formation, and 
the auto-spot rules have been clarified. Each 
player turn now has an artillery phase, and 
there are several new types of ammunition. 
Kinetic Penetrator has been divided into AP 
(Armour Piercing) and APDU (AP Depleted 
Uranium). Thermal Penetrator has been re- 
named as good ol’ HEAT (High Explosive Anti- 
Tank). API (Armour Piercing Incendiary) is now 
SCAP (Smail Calibre Armour Penetrating) and 
a new round called SCHE (Small Calibre High 
Explosive) has been introduced. Air to air mis- 
siles and a number of SAMs are available, 
including the SA-7 Grail and the Stinger shoul- 
der launched SAMs. The elevation rules have 
been changed to allow units in a multi-level 
hex to spot from all levels or be spotted on all 
levels in the hex. 


The focus of Boots and Saddles is of course 
the chopper. Both sides have three full bat- 
talions to choose from, the US Battalions being 
attack ‘copter, airmobile infantry and combat 
support aviation. The Soviets have a more 
specialised choice, being able to choose from 
Airmobile Assault, attack, transport, heavy lift, 
and divisional ‘copters. The rules concering the 
choppers are well integrated in the Assault 
system, allowing for ‘nap of the earth’ flying 
(combat formation) or for high speed flying at 
higher altitudes (march formation) and both 
firing and spotting pop-ups. Each helicopter 
unit is a one step unit, and is rated for armour 


(all-round), infra-red signatures for AAM and 
SAM tracking and combat, movement allow- 
ance, and in place of mobility type (as on 
ground units) there is an agility rating. 

The scenarios are the same three types as in 
Assault, probe, meeting engagement, and 
counterattack and the force levels are num- 
bered 7 through 12 to allow integration with the 
Assault scenarios, thus giving 12 different 
forces for each scenario, which we are told 
makes possible 432 different scenarios! The 
only rule necessary to make the two games 
fully integrated was the distribution of shoulder 
launched SAMs. 


In play, Boots and Saddles functions much 
as Assault does, which is not surprising. How- 
ever the dimension of helicopters changes the 
flavour of the game. Choppers can pop up at 
any time and launch half a dozen missiles into 
the middle of an armoured column as your flak 
and SAMs desperately try to turn the ‘copters 
into aluminium strips. 


One vital point though is that Rule 22 Am- 
munition (optional) should be used after the 
first one or two scenarios. The offensive punch 
of ships such as the Apache or the Hind must 
be limited in some way. If nothing else, apply 
the Rule to choppers and related weapons. 
Although ammo supply does involve the most 
amount of record keeping, the new charts plus 
a bit of player organisation (being able to set 
out all the charts) will bring the bookkeeping 
down to an acceptable level. 


An option that will make the bigger scenarios 
(which can involve up to six battalions or reg- 
iments on each side) more managable is a 
multi player game. As in GDW's Operation 
Crusader players can take the role of battalion 
commanders, with a supreme commander to 
handle divisional assets such as artillery and 
So forth. 


All in all Boots and Saddles is an exciting 
addition to the Assau/t series, and with the 
forthcoming modules: Reinforcements (more 
US and Soviet units), Bundeswehr (East and 
West Germans units plus rules of engineers 
and Chieftain (BAOR) the series will become 
exceptionally versatile; perhaps | could be as 
bold as to suggest a modern Squad Leader! ° 


The system has little to detract from its ex- 
cellent design and presentation other than 
what | have already mentioned, and it is a true 
challenge to master. It is sure to be a hit with 
modern warfare fans, and for those who are 
fans.of the Airmobile Forces, | can only say 
that when the 9th Battalion “come in low outta 
the rising sun’, I'm goddamned sure | can hear 
the strains of Wagner's Aide of the Valkyries 
in the background. 


David Ryan 
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GULF STRIKE 
Published by Victory Games 
Designed by 
Recommended Retail Price $ 52-75 
Number of players:2 
Playing time: 45+ for major scenarios 
Set-up time: 
Distributed by Jedko 
Review copy supplied by Jedko 


Gulf Strike is one of the latest simulation games 
concentrating on the Middle East and, in par- 
ticular, the Persian Gulf area. It has an inter- 
esting two tier set of maps and a method of 
play that simulates the interdependencies of 
land-air-sea battle. 


This game comes in a standard ‘bookself’ size 
box and has two 22 x 32 inch maps and one 
10 x 20 inch operational mapsheets, a 17 x 14 
inch strategic map and a number of display 
tracks on a 22 x 7 inch sheet. There is a large 
rulebook and a smaller folio of tables and ex- 
amples. The rulebook contains 35 pages of 
rules, 5 pages of designer/ player notes and 
17 pages of scenarios. There are 910 counters 
of which approximately 500 are units and the 
rest are markers. Also included is a counter 
tray. 


The maps are very nice and are set out in the 
old SPI format. The information conveyed is 
clear and understandable once the airfield and 
supply symbols are recognised. The maps pro- 
vided make up a large (43 by 40inch) opera- 
tional map and a strategic map. The road net 
on the operational maps causes some con- 
fusion at first because it is very complex in 
places. 


The operational maps fit together to form a 
single large map covering from the lower half 
of the Caspian Sea in the north, south across 
lran to just below the shoreline of the United 
Arab Emirates, thus placing the Straits of Hor- 
muz well on the map. In the east the border 
regions of Iraq are included with Baghdad just 
offmap. The lran-Afghanistan border is just 
offmap in the north-western area and a small 
map in the south-western region extends a 
short distance into Afghanistan and Pakistan. 
Terrain features (mountains, rough, airfields 
and oil fields) are clearly marked, although oil 
fields play no part in the scenarios. The scale 
is 28km to the hex. The larger scale hexes of 
the strategic map are also shown on the map 
continuity. Visually the map is very pleasing. 


The strategic map uses a scale of 280km a 
hex and covers the southern USSR to south 
of Diego Garcia and from Syria-Egypt-Moz- 
ambique to west of Sri Lanka. A large portion 
of the Indian Ocean is shown. The main fea- 
tures on this map are ports and airfields. This 
map is used to control the movement of rein- 
forcing and support forces. No combat be- 
tween ground units is allowed but air and naval 
combat is permitted. Interdiction of American 
reinforcements and supply will usually occur 
on this map. Units are moved on this map until 
they enter the hexes marked as being on the 
operational map. They are then transferred to 
and moved on the operational map. Proce- 
dures are clearly stated in this interface. 


The rules include a large number of charts and 
tables. This is to be expected as the game 


covers a large number of unrelated operations. 
These are well set out and easy to read once 
the required table is found. Also a number of 
examples of movement and combat in the 3 
dimensional environment are provided and are 
an excellent introduction. 


The layout of the rulebook is excellent. It has 
both a Table of Contents and an Index, an 
example that should be followed in other large 
rule sets. There is also a page reference 
method that allows the relevant section to be 
found very quickly; but no case numbering. 
Another innovation is the Summary of Playing 
Pieces in which there is an example of every 
unit in the game. However | found some in- 
correct information and a number of misprints 
in the rulebook that should not be found in a 
publication of this type. 


A turn consists of three Action Stages during 
which units may be used. All units have to be 
used in accordance with their status. This sta- 
tus is determined before the action stages 
commence. This means a careful balance of 
front-line/ reserve land units and offensive/ in- 
tercept air units must be maintained. The in- 
itiative player uses front-line units and the other 
player's reserve units in the first two stages 
and vice-versa in the last stage. The initiative 
player keeps the initiative until a large number 
of hits are inflicted on that player’s forces in 
one turn, at which the other player becomes 
the initiative player. 


Central toGulf Strike is the concept of detec- 
tion. While all land units are always detected, 
enemy naval and air units must be detected 
by friendly units to have a chance of inter- 
cepting or combating them. Every unit has a 
detection radius ranging from the same hex for 
most land units to 21 hexs for AWACS and 25 
for US/ British subs. If a unit remains unde- 
tected it will probably successfully strike its tar- 
get. If detected, air interception or surface 
defence may drive it off. This gives rise to tense 
moments as attacking units weave their way 
through the enemy’s defence. 


The rules have been carefully constructed to 
give the ‘feel’ of the land-air-sea battle that 
modern combat generates. To do this the ac- 
tion stage is constructed so that there is not 
an individual movement phase for each type 
of unit. Instead movement is integrated. This 
means that front-line mode land units can be 
moved up to attack enemy units with air and 


naval support. As this support moves in it may 
be detected and intercepted. For example, an 
air unit would have to dodge anti-air units and 
remain undetected to have a good chance of 
completing a ground support mission. If it was 
detected before reaching the hex it was at- 
tacking and was within range, an air unit in 
intercept mode could attempt combat. This is 
resolved by moving the two opposing units until 
they are in the same hex or it is obvious that 
the interception has failed. The last function 
in each action stage is to resolve ground com- 
bat. Land units may be in any one of 7 for- 
mations. These affect combat strength and 
movement allowance. 


Five scenarios are provided. They cover an 
lranian invasion of the other Gulf states after 
the defeat of Iraq, a Soviet invasion of Iran 
both with and without Iraqi aid, the current Iran- 
lraq war and an attack on the Horn of Africa. 
The last mentioned uses only the strategic 
map. The lran-lraq war is a Solitaire scenario. 
The designer aims to cover the initial period 
of conflict in the region so the Orders of Battle 
are for the first 10 to 60 days only. The Horn 
of Africa game can be completed in a couple 
of hours, the larger ones in 45+ which is a 
considerable investment of time and energy. 


After playing Gulf Strike | found a number of 
shortcomings whict; should not be found in a 
game of this style. Example 1: To launch an 
air strike with 2 units on Bombardment and 1 
on Escort would cost 5 supply points or almost 
one tenth the Soviet supply for one turn! The 
Soviets usually have 30+ air units. Example 
2: Ground units suffer no strength reduction 
because of hits taken until they are nearly de- 
stroyed. For example, an Iranian militia division 
is eliminated after 6 hits but is only considered 
to be at half strength after 5 hits. This leads 
to situations where a Soviet army can be as- 
saulting a single militia division Surrounded in 
a city for an excessive number of turns before 
destroying it. Example 3: The US carrier group 
can usually be destroyed in the first turn as the 
Soviet player sets-up last. This implies that the 
US combat troops probably would not be able 
to be deployed until the second carrier group 
arrives. 


Perhaps even more serious is an apparent 
contradiction in the airbase rules. One section 
says that when a hit is inflicted on an airbase, 
a hit is inflicted on any one air unit on that base. 
Another section says that when the base is hit 
all air units on that base also take a hit. Re- 
solving this confusion is vital as the first inter- 
pretation means that a US CV group will be 
sunk before all its aircraft are destroyed and 
the other means that all aircraft will be de- 
stroyed when the carrier group has only taken 
three hits! 


Ail of these points may have been intended to 
affect this game as they do. Further experience 
may find the ‘right’ distribution of supply points 
for an effective offence or defence. A consid- 
erable amount of time would need to be spent 
exploring Gulf Strike to find its full potential. 
The game system is innovative and exciting, 
however in view of some of the above com- 
ments, the time may be better spent elsewhere. 


Peter Newton 
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BLITZKRIEG IN THE EAST: LODS 
1914 

Published by 3W Inc, Cambria, California 

USA. 

Designed by Dave Bolt 

Recommended Retail Price $10.50 (with 

The Wargamer magazine) 

Number of players: 2 

Distributed by Jedko Games 

Review copy supplied by 3W 


Ever in search of virgin territory, the latest The 
Wargamer dares to tackle that least popular 
of periods — World War |, specifically the Ger- 
man November 1914 offensive in Poland. 


Components are of the usual 3W quality (i.e. 
excellent) and include 220 diecut counters, one 
86 x 56 cm thin paper map and an eight page 
rule book in the magazine. Scale is brigade 
level, one day per turn and 3.2 km per hex. 
Sequence of play is Supply Determination/ 
Movement/ Non-Phasing Reserve Movement/ 
Combat/ Phasing Reserve Movement etc. 


The first things you notice are the counters. 
They are a kaleidoscope of colours, allowing 
players to tell at a glance what army/ corps/ 
division a unit belongs to. The need for strength 
markers is avoided by printing them directly 
onto the counters which face initially in a set 
direction; losses are shown by revolving the 
unit. Thus the counters remain uncluttered but 
may contain up to 13 pieces of information. 


The next thing you notice are the rules, or 
rather their length. Of the eight pages, a little 
more than three are needed to learn the game, 
and here’s where the problems start. My 
friends and | have the ultimate in wargame 
home development kits, because we were on 
our own. 


Let’s begin at the beginning — Rule 2 The 
Game Turn... “Any support unit . . . may rev- 
ert to its non-committed side”, support units 
(corps/ divisional artillery) do indeed have a 
committed side, but how they become thus is 
implied (sort of), but not stated. Thus Home 
Development Errata 1: Support units which 
.lend support are flipped to committed status. 


Rule 4 Stacking . . . “The only exception to this 
are cavalry regiments (see the Unit Identifi- 
cation Chart). Well 3W I've seen the UIC; I’ve 
read it about 50 times and | guarantee that if 
you break it down into its component molecules 
and examine it under an electron microscope 
you won't find a single reference to regiment. 
Then | noticed a difference in some of the 
counters. Thus Home Development Errata 2: 
Russian Composite Cavalry units which have 
an underscored Unit Identification are 
regiments. 


The Charts and Tables conveniently include 
a Things to Remember chart; unfortunately the 
combat modifiers don’t distinguish between 
column shifts and dice-roll modifiers. It also 
directly contradicts Rule 11 by allowing air 
points to be used in defence. | suspect the 
chart is correct but who knows? There are 
other relatively minor anomalies in the rules, 
including discrepancies in unit qualities be- 
tween the counters and those listed in the 
rules. Home Development Errata 3: the Rus- 
sian Third Guards Division is superior, the rest 


‘a: 


— only God and the designer know. 


However the greatest difficulties are with Rule 
18 — the Order of Appearance Chart. 

Firstly the unit designations only occasionally 
manage to correspond with those on the 
counters. (Home Development Errata 4: sort 
out the reinforcements before play and draw 
a new chart). 


Next in the Campaign set up we are informed 
that only two units of the VII Siberian Corps 
(eight units) may move per turn. Well they'd 
better do so lickity-split, because if they try and 
deploy behind the natural defence line of the 
Skrwa River they’re dead. Why? — because 
the Germans have a secret weapon — the 
terrain key. Yes, the optimum defensive posi- 
tion for VII Siberian is such that retreat is im- 
possible. To make matters worse this seems 
a deliberate game mechanic to prevent this 
defence, as there is plenty of space elsewhere 
on the map (and even in the rules) where it 
could be placed. 


Delving further into Rule 18 we discover a cor- 
responding Russian secret weapon. “No unit 
of the Russian Second Army (I, |V Corps) may 
move ... until turn 6 or until a German unit 
moves within 10 hexes of a Second Army unit”. 
All very nice and fair you might think, until Turn 
four that is, when a unit of the Second Army 
(XXIIl Corps) cheerfully pops onto the map 
right into the midst of the German Army! Rules 
lawyers among you have probably already 
grasped what his means — if a German unit 
so much as retreats, | and IV Corps pull up 
stumps and leisurely wander into Lods, occupy 
the best defensive terrain and the largest con- 
centration of victory points on the map. Home 
Development Errata 5: all references to the 
Second Army in Rule 18 refer to | and !V Corps 
only. 


The most infuriating thing about all this is that 
beneath all the snafus lies a game of true ex- 
cellence, which, providing you agree on your 
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Von Hindenburg 


version of the rules (including unfortunately the 
effect of terrain on combat!) plays surprisingly 
smoothly. 


Play is based around an interaction of limited 
intelligence, maneuver and unit cohesion which 
fans of Mr Bolt’s previous design The Cos- 
sacks Are Coming for Peoples Wargames will 
recognise, despite a great many differences. 
Only adjacent stacks may be examined and 
even these may be screened by positioning 
cavalry on top, although air points may be used 
to negate this. Stacking of units other than in 
their divisions is very limited and the support 
rules make it highly desirable to keep forma- 
tions together. Unit types are functionally dif- 
ferent and the system encourages the historical 
use of cavalry for screening, reconnaissance 
and exploitation. 


Cavalry also figure prominently as a reserve. 
Briefly units which only use half their move- 
ment allowance may be placed in reserve, ex- 
pending their remaining movement after friendly 
combat or enemy movement. So what, you 
might ask. Well consider this. Player A is badly 
outnumbered by Player B, however a portion 
of the later’s army is dangerously exposed and 
could be easily overwhelmed were it not for 
the threat of annhiiation in B’s turn. Solution? 
Player A places his cavalry in reserve and after 
destroying the exposed units, moves them up 
into screening positions. B’s army has to push 
through these (cavalry retreat before the ad- 
vance) and by the time it reaches A’s troops 
will probably be too weak to attack, unless of 
course B used his own reserves before combat 
to screen the enemy reserves, although A 
could counter by . . . and so it goes. 


The combat system seems simple until it is 
actually used, then the myriad options avail- 
able turn each combat into a different and very 
complex situation. There are column shifts for 
terrain (Home Development Errata VI: only 
rough and river shifts are cumulative and the 

Continued on page 47 


THE oe 
PALLADIUM 
ROLE - PLAYIN 


THE PALLADIUM ROLE-PLAYING GAME 
unleashes a fabulous fantasy world the likes of which have 
never been seen. Dragons, Wizards, Knights, Orges, Orcs, 
Trolls, Fairies, Theives, Rangers, Mystic Circles, Rune 
Magic, Demons, Devils, and endless adventure await you!! 


WEAPONS und CASTLES of the 


ORIENT 


WEAPONS 
ASSASSINS 


The Palladium Role-Playing game contains everything 

players need to play: 

e Thirteen different playing races including: Elf, Dwarf, 
Human, Wolfen, Troll and Changling. 

e Nineteen occupational character classes. 

© Quick, playable combat system. 

e An exciting NEW magic system, includes: Diabolist, 
Summoner, Mind-mage, Wizard, Warlock and Witch. 

e 290 Magic spells:plus wards and mystic circles. 

e Creatures of magic, giants, dragons, and monsters. 

e A three level adventure in the demon haunted ‘“Tombs 
of Gersidi,’’ to start your game. 


the Palladium Book Of 


CONTEMPORARY 
WEAPONS 


Distributed in Australia by 


Ventura Games 
189 Clarence St., Sydney, NSW 2000. 


Sole Australian Agents 


Reviews 


43 


a as a a I a a a a Ne eS Se ee eS ay 


STURM NACHT OSTEN 
Published by World Wide Wargamers 
Designed by Lou Coatney 
Recommended Retail Price $ 10-50 
Number of Players 2 
Set-up Time 15 minutes 
Distributed by Jedko Games 


Sturn Nacht Osten is a strategic corps/ army 
level simulation of the Russian front 1941-45. 
Again. Although not by this company, who pri- 
marily produce a wargaming magazine with a 
game “included”. They cover an incredible 
variety of topics, and invariably produce a first- 
rate publication with each game being some- 
one’s real labour of love. This is no exeption. 


Most readers will be familiar with at least one 
Eastern front board-game simulation. Those 
of you familiar with several will know they all 
have a basic sameness in flavour with varying 
degrees of play balance. Let me make clear 
right now, that this one is DIFFERENT. 


The components include a 45cm by 55cm 
multi-colour map on thick paper printed in the 
best WWW style — symbols and terrain types 
that actually look like what they represent; 260 
1/2 inch die-cut counters representing infantry/ 
armour corps/ armies/ fronts; one set of charts 
and tables and a 24-page rule book. 


A good guide to East Front game maps is the 
number of hexes from Leningrad to Rostov as 
all games simulating the full conflict have these 
cities. Russian Campaign by JEDKO for ex- 
ample is a 30-hexer, while War in the East by 
ex-SPI is a massive 46-hexer. In this respect 
SNO is a quite modest 27 hexes. 


Despite being a small game simulating such 
a large and complex subject, it actually con- 
tains 2 complete versions: Basic and Ad- 
vanced, with completely separate combat-unit 
counter sets. This has been achieved by back- 
printing the majority of counters and using 
common marker counters. 


The rules are set out clearly and concisely in 
two main sections: the first part is the basic 
section and the second contains the advanced 
game rules modifications. There are also 
optional rules for both games which enhance 
‘various areas or allow “what if?” situations 
e.g.: no 1941 Balkan campaign: the Stalin line 
etc. A series of appendices at the back assist 
in set-up and victory conditions. 


The counters have three factors (combat 
strength, movement allowance and stacking 
factor) and a unit type symbol plus historical 
designations. In the advanced game, armour 
units have the ability to attain greater strength 
through refit and in both versions “Jugger- 
naught” infantry units may be created by com- 
bining lower level infantry units. 


The sequence of play is quite standard: player 
A moves then conducts attacks; player B then 
repeats this process. Overruns are allowed 
and supply is actually pretty standard but re- 
quires some careful reading of the rules as it 
caters for supplying isolated “pockets” e.g. 
Sixth Army and for these pockets to breakout 
or disperse. But the real gems are in the com- 
bat system which encompasses a wide range 
of results and variables while still using a basic 
odds system. Units can build defenses, con- 


duct prepared assaults, make selective attacks 
on particular units in a stack, opt for an attri- 
tional type of combat — the list goes on. 


The wealth of detail and research is amazing 
— production, garrisons, weather (ala Russian 
Campaign), leader effects plus little details 
such as the Russian 62nd army (Chuikov at 
Stalingrad) gaining an extra factor over and 
above other units of the same type when in 
prepared defence. 


Five scenarios are included: 1941; 1942 — 
The German offensive; 1942 — The Russian 
counter-offensive; 1943 — Kursk; and 1944 
— Destruction of Army Group Center. Victory 
conditions are based on Victory cities held in 
the December turn and each scenario may be 
played through to 1945. 


Having raved on about how good the rules, the 


research and components are, now comes the 
catch: the Germans nearly always win — over- 
whelmingly. Somewhere along the line, Mr 
Coatney lost sight of play balance and with the 
exception of the last scenario, all are well 
weighted to a German victory. After trying mul- 
titudinous modifications | have settled on 
amending rule XV.B.2 to say that units forming 
a Juggernaught may not move at all during the 
operational phase. However, even with this 
failing, the game is beautiful and well worth 
investing in just to explore new ideas and 
physical presentation. 


If anybody has found a solution to the above 
problem please let me know — the game has 
too much going for it to be marred by such a 
fault. Oh, and by the way the magazine that 
goes with the game is pretty good too. 


Nigel Slater 


DRIVE ON STALINGRAD 
Published by SPI 1977, Republished by 
TSR 1984 
Recommended Retail Price $ 42-50 
Number of players:2 
Distributed by Milsim 
Review copy supplied by Milsim 


Drive on Stalingrad is an operational level 
game of the German 1942 Summer offensive 
in southern Russia. It uses a variant of the 
successful and popular Panzergruppe Gua- 
erian system. 


This re-release is practically identical to the 
original publication except that it is now boxed. 
The rule book is unmodified except for some 
art work and SPI being changed to TSR. It 
even contains the original typing mistakes! The 
maps and charts remain the same except for 
being on lighter and heavier paper, respec- 
tively. The counter sheets, too, are the originals 


After Action Report: Fire in the East 
continued from page 34 

The Baltic fleet also performed well, even on 
one occasion launching a successful amphi- 
bious landing behind German lines which re- 
sulted in the decimation of a German infantry 
corps. 


The Soviet players found the railways vitally 
important; the strategic mobility they gave 
made several armoured counterattacks pos- 
sible, both in the Leningrad and Kiev areas. 
The revised rules regarding their repair and 
conversion to narrow gauge have a major im- 
pact on the game. 


Both Soviet players used a combination of ar- 
tillery and combat/motorised units effectively. 
Picking on Axis motorised infantry units proved 
highly successful. Motorised infantry are Armor 
Neutral, and are thus vulnerable to armor if 
they not stacked with their own panzers. 


The Germans had great difficulty in keeping 
fighters up with their forward ground units and 
thus the Soviet air force often was useful, par- 
ticularly around Kiev and Leningrad. We suc- 
cessfully avoided air-to-air combat except on 
favorable terms (with one unfortunate excep- 
tion when two regiments of MiG-3s were shot 
down by fighter-bomber Me109Fs). Inevitably 
a few units were lost on the ground and in 
retrospect the Soviet player should think about 


even to having the Grossdeutschland unit 
shown as an SS unit. 


" In fact the only differences found were in the 


errata sheet included in the box rather than 
being integrated into the rulebook. This sheet 
has minor differences to the one that appeared 
after the game was first published. One clari- 
facation has been omitted and three minor 
rules added, none of which should have a 
major impact on the course of the game. ‘For- 
tress Don’ (ZOC behind the Don River which 
unfriendly units are prohibited from entering) 
is still impregnable. 


If you have always been after a copy of this 
game, now is your chance to pick it up. For 
those not familiar with the original, it is a long 
game that the Russian player should not lose 
once the potential of the Don River, the Hitler 
Directives and the vast space of the Steppe 
have been realized. 


Peter Newton 


the location of his initial airfields more carefully 
than we did. Both sides have to be prepared 
to construct temporary airfields and as Mud 
approaches, consider the construction of some 
permanent bases in strategic locations. 


Engineers are at a premium for both sides, for 
different reasons. The German engineers are 
all busy repairing rail-lines, while their combat 
engineers are generally manoeuvring for at- 
tacks on major cities. The number of German 
construction engineers has been halved to 15 
and there are only two engineers of any type 
south of the Hungarian border initially. Soviet 
engineers are generally busy building forts. 
Some Soviet engineers have to be set aside 
for the destruction of port facilities, particularly 
on the Baltic coast. The Soviets have to be 
careful to distinguish between combat and con- 
struction engineers; no distinction was previ- 
ously made. 


Much more could be said; perhaps another 
time. We hope to give a demonstration game 
at a major convention next year. In summary 
the Europa project has reached a milestone; 
the system is mature, exhaustively play-tested 
and reasonably playable. The first and most 
enduring monstergame, DNO/FITE demands 
attention to detail, planning and organisation. 
But it rewards players with hours of challenging 
play. As a game it remains fun, if exhausting; 
as a simulation it is without peer. 
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FANZINES/CLUB MAGAZINES 
by Adrian J Pett 


Well as someone commented in Reload on my 
reviewing club magazines “. .. Somewhat akin 
to walking a tightrope with an anvil tied to one 
leg | would have thought. Best of luck Adrian, 
and have the Army Bomb Disposal team vet 
your mail for the following month or so.” Not 
being at all daunted by these sentiments, with 
which | wholeheartedly agree, | have decided 
on a resolute course of action — known as the 
strategic withdrawal. Rather than ‘in depth’ re- 
views | have decided upon ‘in brief’ reviews 
— | mean if | don’t say much they can not get 
too upset now can they? At least their contin- 
ued existence and some idea of their content 
will be made known to those who may be 
interested. 


APMA 


#3, Australian Plastic Modellers Association, 
PO Box 51, Strathfield, NSW 2135. This is- 
sue’s 28 pages include a feature article on the 
CAC Boomerang, conversion and painting de- 
tails; as well as articles on types and colour 
schemes of Asian Armour; modelling the Nis- 
san Bluebird; the Citroen wagon; Sherman 
variants; Aussie Beauforts marking and paint- 
ing details; Cessna 180D; and laminations 
— the simple alternative to moulding. 


TMs 
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Austral View 


#59, is now being produced by the Adelaide 
Simulation Gaming Association, c/- Student 
Activities Office, Adelaide University, North 
Terrace, Adelaide, SA 5000. This A5 sized 
magazine gives details of the games its read- 
ers are playing by mail. This issues 24 pages 
include reports on four games of Galaxy (a 
simple space game); nine games of Diplo- 
macy; one game of Reach for the Stars; a 
game of War & Peace (plus some additional 
rules/clarifications given); and a game of 
Ambush. 


Modelwest 


Vol 6, Nos 5, Sept/Oct 1984. The official Jour- 
nal of the International Plastic Modellers Society 
(WA) Inc, PO Box 164, Fremantle, WA 6160. 
This issue’s 20 pages include articles on Sa- 
ladin and Ferret Armoured Cars in Borneo; 
modelling the Corsair; the dangers of using 
super glues; Esci’s Ford escort; facts on the 
Lockheed Model 90 (L-130); review of a book 
on the Canberra; plus a non factual (I hope) 
article on flying the Phantom. 


The New Zealand Wargamer 


#45, Produced on behalf of a group of NZ 
clubs by Steve Sands, 7 Parakai St, Parapa- 
raumu, Wellington, New Zealand. This issue’s 
32 A5 pages include historical articles on the 
Royal Horse Artillery at Waterloo, background 
to the German War of Liberation, Pontiac’s 
Indian Rebellion 1763, transformations in 


WE WILL NOT 
BE BEATEN 


Shop 7 Royal Arcade, Melbourne, Vic 3000. Ph: 103] 63 3592 
31A Greensborough Shopping Centre, Greensborough, Vic. Ph: (03) 434 6306 
Shop 16B Doncaster Shopping Town, Donaster, Vic. Ph: (03) 


DISCOVER 
GAMES 


Western European Renaissance Warfare, the 
Wars of the Diadochi; battle reports on a Bar- 
barian Alliance, a Vietnam game report; articles 
on alternative terrain, and on wargaming with 
a Russian Napoleonic Army; a review of Tank 
Trax rules; some club news and letters. 


The Musket 


Vol.5 No.12 Wellington Wargames Society Inc, 
PO Box 12-188, Wellington North, New Zea- 
land. This issue’s 20 pages includes an article 
on the Geostrategy of the Pacific; a convention 
report; chopper versus chopper tactics; ideas 
for simple scenery; extracts from an account 
by Captain Mercer (very interesting for Na- 
poleonic gamers). 

Charge 


Vol.6 No.3 June/Sept 1984, The Canberra 
Wargames Society, GPO Box 1016, Canberra, 
ACT 2601. In this issue lan Dunmore an- 
nounces he will be retiring as Editor, a position 
he has filled very ably for many years. Hope- 
fully CWS will be able to find someone else to 
carry on the good work. This issue’s 20 pages 
contain a discussion on uses for the computer 
in D&D; report on the Tin Soldier Convention; 
comments on what modern warship models 
are readily available; and some magazine 
reviews. 


Despatch 


Vol 2 Nos 1, The Journal of the Northern War- 
gaming Assoc, 44 Elva St, Killara, NSW 2071. 
This issue gives details of the clubs Hyacinth 


Reviews 


campaign; figure reviews; analysis of the Tin 
Soldier Boardgaming competition with com- 
ments for other conventions; article on ATGW; 
notes for forthcoming club Ancient competi- 
tions and a Modern campaign. 


The Devil’s Advocate 


#19 August 1984, MAGInc, Box 104, Union 
Basement, University of Melbourne, Parkville, 
Victoria 3052. This 40 page issue is possibly 
their best to date, while the articles are up to 
the usual good standard. The staff always try 
to upgrade the physical presentation of the is- 
sue that comes out at their Arcanacon con- 
vention. Contents include: Shape-shifters for 
AD&D; report on Cluster Il; Adapting Miniature 
Rules for Fantasy; New Skills in Dragonquest; 


ADVENTURE CLUB 


An expandi 


notes from a successful campaign; additions 
for Call of Cthulhu; a race of Ducks for AD&D 
(inspired by, but not a direct translation from, 
the Ducks in Runequest); Runequest combat 
notes; notes for Religions in AD&D; Vampire 
rabbits for AD&D; and finally one explanation 
of how a Jump Drive works. 


Grim Reaper 


#11, PO Box 5512, Wellesley St, Auckland, 
New Zealand. This issue’s 40 A5 pages con- 
tain some data and a Traveller scenario set in 
the Rim Worlds; miniature reviews; how to con- 
tol overpoweriul characters in your RPG; com- 
ics; an explanation of how Jump Drives work; 
letters; review of Warhammmer (favourable); 
how to organise a fantasy army; alternatives 


computer club for Adventure devotees and other interested people. Starting with the 


Commodore 64 the club will gradually incorporate other micros. 

Membership of the club entitles a person to a regular newsletter, PANDORA, which will cover 
various aspects of programming and writing Adventures, senarious, book and program reviews, etc. 
Also each member will receive a membership card, authorative book on playing and writing Adventures 
and a base (or current state) club Adventure program on cassette (book and cassette to suit computer 


type) 


The program will span wider as additional locations, perils. objectives and goals are added. Club 


members are encouraged to contribute program modules and Story boards for these additions. 
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COMMODORE 
64 


AS A MEMBER YOU RECEIVE — (Conditions of membership) 


COMMODORE 64 ADVENTURES - C64 members will 
receive this authorative book on playing and writing Adventure 
games on the Commodore 64. It includes a complete Adventure. 
‘NIGHTMARE PLANET to enter and play with notes and 
anecedotes on the problems and pitfalls of Adventure programming 
and how to overcome them 


#99 0nd writing adventure QUEST FOR TAREK - The base program for the club— written 
in BASIC for ease of addition and amendment. After many years 
in hyper- sleep you wake upon a mighty artificial star, once a huge 

“won SOlar Power Station for a cluster of planets, but now an empty 
hollow ruin — can you survive? 


MEMBERSHIP CARD - with your unique membership number. 
(not transterabie) 

PANDORA - A regular newsletter full of news. events 
programs and reviews etc. 


MEMBERSHIP CATEGORIES 
, FULL MEMBERSHIP 
“* ASSOCIATE MEMBER 


Card and Newsletter only 


$45.00° 
$25.50° 


* There will be an annual renewal fee equivalent to 
Associate Membership fee when renewal falls due. 


ITEMS & MEMBERSHIP CATAGORIES ARE 


CATEGORY OPE 


ALL 
SUBJECT TO WITHDRAWAL OR PRICE AND 
SPECIFICATION CHANGES WITHOUT NOTICE 


| wish to make application to join the KIM BOOKS — Adventure Club. 
Please tick appropriate box and state what type of computer you have 


FULL MEMBERSHIP (Computer?).............. 
ASSOCIATE (Computer?)...................... 


CJ 
CJ 


Signing this form indicates agreement with conditions of membership listed above. Under 
18 years old please have gaundian/parent’ss signature. Membership is not transferrable. 


Signature of applicant...................0.... 


| enclose cheque/money order for$......... 


Please charge my BANKCARD $ 


No 


NAMEN sciaoe kage el awit dae oe Signature of holder 
ADRESS scot pie eee ea ae ee Expiry date. 
P/Code.... 


KIM BOOKS (Q division of Mervyn Beamish Graphics Pty Ltd) 
82 Alexander Street, Crows Nest, NSW 2065 
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to ‘have spaceshipp will travel” for Traveller; 
the scientist as NPC in Traveller. 

Rallying Point 

#39, July/August 84, The South Australian 
Historical Wargames Society, GPO Box 2217, 
Adelaide, SA 5001. The most humorous club 
magazine (refer to the DungeonQuest con- 
vention report printed in Breakout #15 for a 
typical sample). This issues 26 pages include 
an article on the AirLand Battle 2000 concept, 
Star Fleet Punyverse (at last! someone with 
a worse sense of humor than me), report on 
a Football (American rules) game, Random 
Cults for Runequest, magazine reviews and 
a letter section. 


Queensland Wargamer 


September 1984. Is the Journal of the Uni- 
versity of Queensland Games Society and the 
Brisbane Wargames Society, Editor Jack Ford, 
c/- University of Queensland Union, St Lucia, 
Qld 4067. While this issue took nearly 12 
months to appear it has some 44 pages. The 
articles include a comic; review of Wizardry; 
the evolution of the English castle; a historical 
set-up for Dutch forces for SPI’s ‘War In The 
Pacific’; an expanded service for character 
generation in Traveller; review of Car Wars; 
a justice system for Worlds of the Traveller 
imperium; the Dutch Navy in South-West Pa- 
cific March 1942 — Aug 1945; and some clar- 
ifications on Ancient rules obtained from Phil 
Barker at the NSW Convention 

Reload 


Vol.8 No.3 May 1984. The Group North His- 
torical Wargames Society, c/- 9 Sherwood 
Drive, Redwood Park, SA 5097. This issue’s 
36 pages include an article on the French and 
British Artillery services in the early 19th Cen- 
tury; some reflections on WRG 6th Edition (the 
conclusion being not entirely favorable); a war- 
game scenario for Infantry and Cavalry forces 
attacking a camp; The Huguenot Army during 
the French Wars of Religion 1562-1598; Re- 
alism in Fantasy Role Playing; SAM supres- 
sion and Destruction — The Israeli Way; a Quiz 
and a news column 


Tau Ceti Phoenix: Apocrypha 


#3 Sept 1984, A personal amateur fan maga- 
zine edited (and mainly written by) Larry Dun- 
ning, PO Box 111, Midland, WA 6056. This 
issues 44 pages include rules for a Machiavelli 
variant (adds Airships, Cavalry, Demons, 
Heroes, Wizards and Leaders); letters; game 
reviews; book reviews; a Diplomacy game 
being run by the editor; a review of various 
speciality shops in Perth; a comic; a puzzle 
page and a brief description of the MacIntosh 
computer. 

Pandora 


September 1984, the Kim Book Adventure 
Club Newsletter, published by Kim Books, 82 
Alexander St, Crows Nest, NSW 2065. This 
issue’s 8 A5 pages contain reviews of books 
on Adventures; review of the Classic Adven- 
ture program, a suggestion to use the Sydney 
Sands Directory as a source for details on 
Sydney 1859 to 1890; has a listing for using 
the VIC-20 and C64 screen as a sketch pad 
for mapping; and listing and explanations for 
additions to the club Adventure program ‘Quest 
for Tarek’. 
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At First Glance 


Please note that if you would like to review any 
of these games, please write to Mr Paul Garn- 
ham, Snapshot coordinator, PO Box 162, Moo- 
roolbark, Victoria 3138. Items marked with an 
asterisk have already been allocated for re- 
view. Books are generally not available for re- 
view. All prices shown are Recommended 
Retail Prices, unless otherwise indicated. 


BOARDGAMES 
TSR, Lake Geneva, Wisconsin, USA 


TSR has re-released a number of SPI boxed games. 
The degree of revision seems to vary, but changes 
apppear to be mostly cosmetic. All the games are 
available through TSR’s distributor in Australia, The 
Jedko Game Co. 


Drive on Stalingrad — Battle for Southern Russia, 
1942. A large and satisfying game, but one difficult 
for the Germans to win against a competent oppo- 
nent. RRP $42.50 


Blue & Gray — American Civil War battles of Shiloh, 
Antietam, Cemetery Hill, Chickamauga. Classic games 
all, and much loved by tournament organisers. RRP 
$36 


Battle for the Ardennes — Game of the Blitzkrieg’s 
Rise & Fall. Basically a Battle of the Bulge game with 
a France 1940 scenario added. Along with the Na- 
poleon's Last Battles quad, one of the most suc- 
cessful and enjoyable package of games ever 
published. RRP $34.75 


Firefight — Game of US/Soviet Tactical Combat. 
Designed under US Army contract, this re-release 
suffers from the fact that it hasn't been updated. The 
original game did not adequately portray the effects 
of weather, smoke and dust on the battlefield, but 
was otherwise competent. RRP $42.95 


AVALON HILL, Baltimore, Maryland, USA. 


Panzergruppe Guderian — The Battle for Smolensk, 
The Nazi Invasion of Russia July 1941. A slightly 
upgraded version of the old SP! game with a new 
hard-backed map board. RRP $36.90 from Jedko. 


WEST END GAMES, Inc, Cedarhurst, New York, USA 


Campaigns of Napoleon — Bonaparte versus Europe, 
1800-1815. Designed by John Prados with Daniel S 
Palter. Publ 1980. Grand strategic simulation of the 
entire Napoleonic wars 1800-1815 on roughly divi- 
sional scale. Fortnightly game turn, 25 mile hexes. 
Contains a 56 x 86 cm (22 x 34 inch) 4 color heavy 
paper map depicting most of France and Central 
Europe west of the Bug, with some tracks etc. 400 
double sided counters in 7 colors, 40pp rule book incl 
scenarios plus 4pp charts/tables, plus Errata & ad- 
ditions sheet, a new scenario and two reference 
sheets. No less than 18 scenarios. Prados specialises 
in large scale games (Third Reich, Pearl Harbor) 
which have generally received a mixed reception. 
CoN was no exception. RRP $32.50 from Jedko 


The Last Panzer Victory — The Battle of Debrecen, 
Hungary, 1944. Publ. 1983. Designed by Perry 
Moore. Single 56 x 86 cm (22 x 34 inch) 4 colour 
heavy paper map, 8pp A4 rules book plus pull-out 2 
page Set of charts, errata and clarification sheet with 
extra scenarios. 600 double sided six colored counters, 
plastic counter tray and dice in rather fragile bookcase 
Style box. LPV is a simulation of the desperate battles 
around the Hungarian city of Debrecen in October 
1944 on a scale of 2km per hex. Units represent 
companies/battalions/regiments. Uses a sophisti- 
cated double movement interactive turn sequence 
with special stacking and zones of control rules to 
reflect Eastern Front conditions. Two scenarios and 
a campaign game. RRP $32.50 from Jedko. 


Games and other items of 
interest received by Breakout. 


Druid — Boudiccaa’s Rebellion, 61 AD. Designed by 
Richard Berg. Publ 1984. Two player simulation of 
the revolt of the Ancient Britons in 61 AD. Contains 
an attractive 56 x 86 cm (22 x 34 inch) four color 
paper map, which covers southern and eastern Eng- 
land, 200 double sided counters in four colors, 16pp 
rules booklet plus single sheet of charts, counter tray 
and two dice in bookcase style box. Each turn rep- 
resents two days, each hex, five miles and the units 
typically represent around 500-1000 men. An unusual 
subject, well handled in this attractive game. RRP 
$32.50 from Jedko. 


Imperivm Romanvm The Clash Of Legions — The 
Rise and Fall of the Roman Empire. Designed by 
Albert A. Nofi. First publ. 1979. A strategic level pol- 
itico-military simulation of the history of the Roman 
Empire. Contains two 63 x 84 cm (25 x 33 inch) 
Strategic maps and a 43 x 56 cm (17 x 22 inch) tactical 
map, 28pp rules booklet and 36pp scenario booklet, 
800 counters in 7 colors, counter tray and dice in a 
bookcase style box. This edition contains a 6pp Er- 
rata/City list dated September 1980. Despite designer 
Nofi’s eminence in his field, this was a rather dis- 
appointing game, but might prove a good starting 
point for miniatures campaigns. RRP $54.50 from 
Jedko. 


Kamakura. Designed by Michael Mills. Publ 1982. 
Game of war, diplomacy and Machiavellian intrigue 
in feudal Japan. Contents include 43 x 56cm multi- 
coloured paper map with various tracks and keys, 
200 double sided eight coloured half inch square 
counters, 8pp rules booklet, counter tray and dice in 
Standard 1 in box. Map covers the main Japanese 
islands on a strategic scale; basically a Japanese 
Diplomacy style game, rather than Kingmaker, as was 
the case with Samurai a few years back. RRP $ 28.50 
from Jedko. 


Bug-eyed Monsters — They want our women. De- 
signed by Greg Costikyan. Publ 1983. Intended as 
an introductory wargame, this attractive and simple 
fantasy assumes a bunch of Bug Eyed Monsters 
(BEMs) are trying to capture as many women as 
possible or in a second scenario, try to capture Pres- 
idential hopeful Dwight Eisenhower in the 1952 elec- 
tion camapign. Contains a 56 x 43 cm (22 x 17 inch) 
four color paper map, 8pp rules/scenarios/tables 
booklet, 160 large colorful counters, and two dice. 
Quick fun for old hands, a good start for tyros. RRP 
$21.75 from Jedko. 


South Mountain — Prelude to Antietam. Pub! 1984. 
Designed by Richard Berg with Jon Southard. Reg- 
imental level simulation of the Battle of South Moun- 
tain Sep 14, 1862. 40 minute game turns, 240 yard 
hexes. Contents include colorful 22 x34 inch map with 
many charts and tables, 200 beautifully printed mul- 
ticolored doublesided counters 24pp rule book with 
an article on the subject by historian James Murfin, 
4pp charts and tables, counter tray and die in 1 inch 
box. Uses modified TSS system, brought in this game 
to a very mature level, with some significant inno- 
vations including emphasis on unit cohesion. Highly 
suitable for solitaire play. RRP $28.50 from Jedko. 


WORLD WIDE WARGAMES — Cambria, California, 
USA 


The Wargamer — Clash of Steel #31 Publ. 1984. 
Designed by Lou Coatney, Larry Hoffman and Keith 
Poulter. Corps/Army level simulation of the Eastern 
Front in WW2. Mr Coatney was the designer of Sturm 
Nach Osten. Billed as the first of the new generation 
of board wargames, Clash of Steel is basically a heav- 
ily revised SNO which uses double-blind mechanics. 
Monthly turns, 200 doubie sided counters, two 54 x 
50cm four color maps, 12pp rules and charts with 
magazine. Magazine includes designer's notes, a re- 
view of Assault, computer game reviews, a review 


compiled by Paul B Garnham 


of A Gleam of Bayonets. Full review to come in Break- 
out 18. RRP $10.50 single issue or $36 for 6 issue 
subscription from Jedko. 


The Wargamer — Napoleon at Lutzen #32 Publ 
1984. Designed by Bob McWilliams. Brigade/regi- 
ment level simulation of the Battle of Lutzen fought 
on May 2, 1813; 30 minute turn length, 400 metre 
hexes. 200 counters, one 56 x 86 cm (22 x 34 inch) 
three color paper mapsheet, half covered with charts 
and tables. 13pp rules in magazine. The opening 
clash of Napoleon’s 1813 campaign in Germany, 
Lutzen was a tactical French victory but proved in- 
decisive. Fairly sophisticated system stresses com- 
mand, morale and tactical doctrines. Magazine 
includes article on the game and brief designer's 
notes, reviews of Hell’s Highway, Arnhem Bridge and 
Rommel in the Desert, aircraft carrier-oriented com- 
puter games, and an article on brigade level games 
of the American Civil War. RRP as above. 


Dark Crusade. Designed by Lou Coatney, pub! 1984. 
Strategic/operational simulation of the ‘Great Patriotic 
War’. Monthly turns, average distance points 160km, 
division/corps/army units. 8pp rules booklet, 1 page 
sheet of errata/clarifications, 260 single sided counters 
in 7 colors, Set up sheet, and 55 x 85cm (22 x 34 
inch) paper map in three colours and 1 die, all in a 
bookcase style box. Uses point to point movement 
system rather than hexes, strategic and operational 
movement, generally simple system. RRP $30.95 
from Jedko. 


Games Workshop, London, UK. 


Battlecars: the game of deadly driving. Designed by 
lan Livingstone and Gary Chalk, publ 1983. Object 
is to destroy or damage other Battlecars, armoured 
and armed sportscars in the late 21st century. 16pp 
rules booklet, plus an extensive array of cards, 
counters, charts, sheets and 1 eight sided die in book- 
case box. Car Wars with right hand drive. Design your 
own terrain, arm your own cars etc etc. RRP $25.50 
from Jedko. 


Battlebikes Battlecars Expansion Set 1. Designed by 
lan Livingstone, Gary Chik and Albie Fiore. publ 1984. 
Bikies of the world unite! Two wheels instead of four 
but otherwise compatible with Battlecars, which is 
needed to play Battlebikes. Similar format but in 1 
inch box. RRP $18 from Jedko. 


Talisman: The Magical Quest. Designed by Robert 
Harris, publ. 1983. Discover the Crown of Command 
to become ruler of the land, once ruled by a poweful 
Wizard. To succeed you must find the Talisman. 8pp 
rules booklet, including flow chart, full color mounted 
55 x 42 cm (22 x 16 inch) mapboard, a large number 
of playing cards, 140 counters, tokens, and 1 die in 
colorful bookcase box. Fantasy beer and pretzels 
game, a hit overseas. RRP $29 from Jedko. 


ROLE PLAYING 

FASA Corp., Chicago, Illinois, USA 

Star Trek: The Role-Playing Game — Basic Game. 
A much cheaper starter set for Star Trek RPGers. 
Contains three booklets: The Star Fleet Officers’ 
Manual, effectively a player handbook on character 
creation and how to play the game; a 40pp Cadets 
Orientation Source book, with info about the ST 
universe, illustrated sections on races and govern- 
ments, plus photo illustrated sections on organisation 
and equipment and other info. Also contains the 
Game Operations Manual, effectively the ST dun- 
geonmaster’s guide, plus two dice. RRP $20 from 
Jedko. 

Games Workshop, address above 


Forces of Fantasy A Warhammer supplement, War- 
hammer is required. Enables Warhammer players to 
lead entire armies into battle. Contains four booklets: 
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Forces of Fantasy vol 1 comprises list of fighting 

“battalions (i.e. Army lists); Fighting Fantasy Battles 
describes how to set a battle up; Arcane Magicks 
describes new magical weapons, potions, spells and 
equipment; The Book of Battalions is a free sup- 
plement written by players in the East Midlands lists 
armies which have been played with. RRP $19.95 
from Jedko. 


Dungeon Mapping Sheets 50 sheets of graph paper 
compatible with Dungeon Floor plans in pad form. 
RRP $7.75 from Jedko 


Wilderness Hex Sheets 50 sheets of small (6mm) 
hex paper in pad form. RRP $7.75 from Jedko. 


Caverns of the Dead: Dungeon Planner Set 1. Instant 
adventures for virtually any kind of roleplaying sys- 
tem. Each set describes and maps an Adventure set- 
ting along with a large Play sheet of the setting to 
25mm figure scale. The surrounding area is also 
mapped along with a brief history. The Area Maps 
in each set link together to build up an entire fantasy 
region for the players to adventure in and explore. 
The Play Sheet in Caverns of the Dead maps the 
Royal Tombs and uses the Dungeon Floor Plan sys- 
tem so players can add new corridors, rooms, traps, 
secret doors. The actual map is 56 x 85 cm (22 x 34 
inch) on sturdy heavy paper. A Game Master’s 
Screen which has a brief history of the area on the 
players’ side for their information. The Game Master's 
siide has the GM’s map and various tables. Each set 
includes Adventure Ideas, suggestions for starting 
points. These kits seem an excellent idea; they can 
be adapted to virtually any system and modified as 
desired. RRP $18 from Jedko. 


Nightmare in Blackmarsh: Dungeon Planner Set 2. 
As above. Describes the village of Blackmarsh, im- 
mediately west of the above Caverns of the Dead. 
RRP $12.98 from Jedko. 


Dungeon Floor Plans 4 an extension of the Dungeon 
Floor Plans role-playing game aid for use with 25mm 
miniature figurs and provide flooring, walls, features 
and accessories for adventures set in caverns and 
mines. Contains 12 sheets of card representing var- 
ious types of cavern terrain which can be cut up and 
arranged to form any layout as desired. RRP $11.90 
from Jedko. 


TSR, address above. 


CB1 Conan Unchained Designed by David Cook. 
Publ. 1984. An official game adventure for Character 
Levels 10-14 in Advanced Dungeons and Dragons. 
Contained four pre-generated characters: Conan, 
Nestor, Juma and Valeria. Set in Robert E Howard’s 
Hyborian age, players should note many differences 
between AD&D and Hyboria. Cover features in in- 
imitable Arnold Schwarzenegger (who else?). RRP 
$12.95 from Jedko. 


CM1 Test of the War Lords by Douglas Niles. Publ. 
1984. Companion game adventure for character 
levels 15 and above in AD&D. Includes a complete 
campaign setting, several new NPCs, dungeon and 
wilderness encounters and guidelines for running a 
war between empires. RRP $10.95 from Jedko. 


DL2 Dragons of Flame by Douglas Niles. Publ. 1984. 
Official game adventure of Dragon Lance series. For 
character levels 5 to 7. Second in TSR’s new series 
of DragonLance adventures for use with the AD&D 
system. Players adventure in the world of Krynn and 
visit strange places such Qualinost oor the Sla-Mori, 
encountering bizarre draconians and disgusting Aghar. 
Can be linked to other DragonLance modules. RAP 
$10.95 from Jedko. 


UK4 When a Star Falls by Graeme Morris. Publ. 1984. 
Official game adventure for character levels 3-4 in 
AD&D. Seven encounter areas with two new mons- 
ters arre between you, power, glory and riches.. RRP 
$10.95 from Jedko. 


WG5 Mordenkainen’s Fantastic Adventure by Robert 
J Kuntz and Gary Gygax. Publ. 1984. A ‘World of 
Greyhawk’ adventure for character levels 9-12. Use 
four pre-generated characters to open the unopen- 
able doors and discover such potent evil terror as lies 


beyond. RRP $10.95 from Jedko. 


X6 Quagmire by Merle M Rasmussen. Publ. 1984. 
An Expert game adventure for character levels 4-10. 
‘To the rescue! The murky sea is swallowing an exotic 
Spiral city, and you are its only hope! But who are 
these creatures that want to fail?’ Who indeed. RRP 
$10.95 from Jedko. 


Game Designers’ Workshop, Bloomington, Illinois, 
USA 


K'kree: Encounters with the Enigmatic Centaurs by 
J Andrew Keith, Lauren Wiseman, and John Harsh- 
man. Traveller Alien module 2. Contains info on 
K’Kree cullture and character generation, world gen- 
eration and K’Kree encounters etc etc. RRP $10.50 
from Jedko. 


Secret of the Ancients Adventure 12 in the Traveller 
series by Marc W Miller. Search for an archaelogical 
site which can reveal who the mysterious Ancients 
were and perhaps solve the puzzle of their history. . 
RRP $9.00 from Jedko. 


AutoVentures, Austin, Texas, USA 


Hell on Wheels An Auto combat solo module by Aaron 
Allston. You are a gunslinger in your four wheel drive 
Lamborghini Countach with a side mounted Vulcan 
gatling gun suitable for all Sunday Drivers, Car Wars, 
Battlecars et al. RRP. $9 from Jedko. 


Ultra Force An Auto combat adventure module by 
Aaron Allston. Use your elite Zeppelin-borne aero- 
cycle to fight your way through hordes of fanatics and 
contend with the massive Juggernaut. RRP $9 from 
Jedko. 


Victory Games Inc, New York, New York, USA 


Dr No by Neil Randall. Publ 1984. Another in the 
James Bond 007 roleplaying modules. Contains 48 
page gamemaster’s guide, agents, briefing guide, 
mission sheets and screen containing map of Ja- 
maica and floor plan to Dr No’s lair. RRP $14.75 from 
Jedko. 


For Your Information A Game Master's supplement 
for the James Bond 007 role-piaying system con- 
taining new rules i.e. brainwashing, adventure gen- 
eration system, and real warld intelligence in a 72pp 
rules and information book. Also included are pads 
of blank dossier forms, document forms and non- 
player character cards. RRP $12.95 from Jedko. 


Nova Game Designs Inc, Manchester, Connecticutt, 
USA 

Lost Worlds Fantasy Combat Book Game Nos 1010 
Cold Drake, No 1011 Halfling with sword and shield, 
No. 1012 Lizardman with Scimitar and buckler. More 
in the familiar picture game books series. RPP $8.50 
from Jedko. 


BOOKS 


Napoleonic Armies: A Wargamer's Campaign Direc- 
tory 1805-1815 by Ray Johnson, with a Foreword by 
David G Chandler. Revised edition of original classic 
first published in 1977, compiled into one volume by 
Arms and Armour Press. Contains detailed infor- 
mation on the organisations of all Napoleonic Armies, 
ranging from just over a page for the tiny Duchy of 
Berg to 33 pages on the Grande Armee. A potted 
history of each army is given. The editor's pet Wurt- 
temburgers come out well. A supeprb book reason- 
ably priced at $29.95 in hardcover. Highly 
recommended for all wargamers with a serious in- 
terest in the Napoleonic wars. RRP $29.95 from 
Supplyline. 


Fighting Fantasy: The Introductory Role-Playing 
Game by Steve Jackson (the British one). Top British 
role player Steve Jackson has pput together every- 
thing you nened to knwo to become a successful 
Games-Master. There are hints on devising chal- 
lenging combats, monsters to use, tricks and tactics, 
as weil as two mini-adventures complete with 
GamesMaster's notes for you to being your first full- 
blooded role-playing game. Complete with two mini- 
adventures. Published by Penguin RAP $3.95. 


Continued from page 17 

IMPLICATIONS FOR 

WARGAMING 

Wargames (particularly table top) purport to 
represent reasonably accurately events which 
took place in warfare during various periods. 
To those of you who are Napoleonic warga- 
mers | can only suggest you examine the rules 
you use to see how they measure up to the 
actual events. The most important area to ex- 
amine are the rules goveining cavalry forma- 
tions. The formation a cavalry unit is in should 
effect its manoeuverability, but more impor- 
tantly it effects its melee performance partic- 
ularly in terms of interpenetration. 
Thus, it is important for the commander to be 
faced with those decisions which would be 
faced by a cavalry regimental or brigade com- 
mander. Those problems have been outlined 
above. If your favourite set of rules does not 
deal adequately, | can only suggest that you 
add a section of your own devising, because, 
unfortunately you are unlikely to find a set 
which does! 
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latter is received only if all the attackers are 
across the river), unit quality and a number of 
options (including charge; machine-guns,; en- 
trenchment and artillery support) which may 
be applied but carry some disadvantages as 
well (if you intend charging, lots o’ luck). These 
shifts may change a 7 to 1 attack into automatic 
attacker eliminated, which seems a little steep 
even for World War I. 

Some design decisions seem a little strange. 
Supply is rather understated for a campaign 
of encirclement and in some cases it is more 
desirable to be out of supply! Victory deter- 
mination is a tad convoluted, players being 
forced to undergo the dubious pleasure of de- 
termining who last occupied each of the 180 
odd villages and towns which dot the map. ° 


Is this game worth it? The rules problems will 
defeat the novice but won't worry our tankeé 
friends since they won't even look at it (despite 
the obvious sop to them in the title and the 
magic white on black colours for elite units), 
people who consider rifle counting consumate 
skill will consider the game heresy, while the 
inherent complexity of play will preclude the 
casual gamer. To those willing to invest the 
time and energy however, Blitzkrieg In The 
East is an intriguing game which manages to 
pack more decision making into each turn than 
is found in many games. It’s just a pity that it 
couldn't have been done right. 


SIMULATIONS 


and Kite City 
Perth's BIG Games & Hobby Shop! 


Wargames Miniature metal figures 
Fantasy / Science-fiction games Military books 


wip and books ‘Plastic model kits 
Game -aids Hobby needs (paint etc.) 
‘Largest range of games and games material in Australia! 


Plus huge range of plastic kits, and the largest range of 
science-fiction in W.A. 
We have Games Days every Saturday afternoon. 


Our hours: 10 a.m. to 5.30 p.m. Monday to Friday 
(to 9 p.m. Thursday) ale 
9 a.m. to 1 p.m. Saturday 


One of Perth’s most interesting shops!” 


Upstairs Cremorne Arcade, 


576 Hay Street (phone 325 4652) 


Perth 6000 
(next door to Cinema City) 


GAMES & HOBBY 
DISTRIBUTORS 


976 Hay St., Perth WA 6000. 
Phone (09) 325 4652 


“Dungeons and Dragons, Traveller, 
Runequest, SquadLeader, Diplomacy, 


Sole distributors in W.A. for Jedko Games (TSR, Top Secret, Tunnels and Trolls, 
Avalon Hill, GDW, Task Force Games, Flying Buffalo, Se Spies and Private Eyes, 
. . oot Hill, Space Opera, Gangbusters, 
Steve Jackson Games, Judges Guild, Grenadier, Richthofen's War, Aftermath, 
Victory Games, SSI, etc.) and Ventura International Machiavelli, Dr. Who, PanzerLeader, 
(Chaosium, Fantasy Games Unlimited, Hero Games, Kingmaker, Regatta, Ace of Aces, 
Gamelords, Ice Crown Enterprises, etc.) and SKYTE ne Circus Maximus, and many many 
(Stunter) Kites. Large range of computer software 
For the best games in the West, see us! available (Avaton Hill, SSI); We even 


have chess, backgammon, mahjong, 

(Tell your W.A. retailer we supply Dungeons & Dragons!) _ dice. jigsaws, puzzles, and so on!” 
Ask your retailer to contact us for 
supplies of these and other great 
games!” 


Club News 


49 


LINES OF 


COMMUNICATION 


compiled by Adrian J Pett 


Recently MPs in the European Parliament called for 
a standard history textbook that cuts out all references 
to wars between European nations. They also wanted 
London's Waterloo railway station to be renamed 
because it brings back ‘offensive’ memories of the 
war between two Common Market countries. The last 
time | read of similar thinking was in Keith Laumer's 
Retief series. One can not help but wonder how their 
textbook is going to explain the changes in borders 
and sizes of nations that occurred fairly regularly in 
Europe. Perhaps it is an attempt by politicians to put 
things in their proper perspective — it wasn’t whose 
generals and armies won that mattered, but which 
politicans put on the best cocktail parties at the treaty 
conferences that determined the fate of nations. — 
AJP 


Club Directories 


Just a reminder that in the Reference issue of Break- 
out, due out in January, the annual (plus or minus an 


issue) club directories will be published. The Direc- 
tories will include Australian and New Zealand board- 
game, military history, military modelling, miniature, 
play by mail, role playing and re-enactment clubs/ 
groups or societies. Also in that issue will be the 
Australian and New Zealand Computer User Group 
Directory. Anyone with information on additions or 
alterations to previous listings is urged to write giving 
details to Breakout, PO Box 162, Mooroolbark, Vic- 
toria 3138. 


Wargames’85 


Saturday February 23, 10am-4pm, Sunday 24 9am- 
4pm, at Nunawading High School, Whitehorse Rd, 
Forrest Hill. Entry fee of $1 for either or both days. 
Purpose is to publicize and promote wargaming and 
role-playing by demonstration, display and public par- 
ticipation in games. Planned events include WWII 
tournament; Napoleonic tournament; public partici- 
pation AD&D; public participation Traveller; talks on 


wargaming, painting, modelling, and roleplaying; 
demonstration games; model display. Anyone wish- 
ing to run a display or public participation game, or 
who requires more information, please contact David 
Bruggeman, 15 Second Ave, Box Hill North, Vic 3129 


Aussiecon I! 


Looking for suggestions and volunteers for gaming 
activities at the convention. Tournaments (RPG, 
boardgame etc) will be encouraged. If you have any 
suggestions on content or form please contact Phil 
Ware (03) 376 8391 


The Australian War Memorial’s 5th Annual Mili- 
tary History Conference 


To be held on February 12-15 1985. The conference 
attracts students, academics, amateur historicans, 
archivists, librarians and Memorial staff. The trend is 
towards seminars in the morning sessions and small 
group discussions during the afternoon sessions. 
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CLUBS 


Additions / Alterations 
AD&D Keon Park 


Meets fortnightly on Sunday 1pm-5pm, at members 
home. Play AD&D also Star Frontiers, Gamma World, 
Marvel Super Heroes. Contact: Daren Bulmer (03) 
460 5411, 19 Burbank Dr, Keon Park, Vic 3073 


The Ballarat Soldiers of Fortune 


Meet by arrangement. Play mostly Ancient 15mm 
(WRG) and Boardgames but will happily slaughter 
anybody at anything and everything. Contact: Giles 
Bartram (053) 30 1491, 8 Mansfield Ave, Ballarat, Vic 
3350 


Brighton Advanced D&D Association 


Club fees are now $5 per year and $0.80 per month 
for meetings. There is now no charge for visitors. 
Enquiries: Matthew Cohn (03) 592 5620, 1 Manor St, 


JANUARY 1985 

MUDDA SUMMER GAMES | 

January 18-20 at University High School, Royal 
Parade, Parkville. Proposed activities AD&D, Ru- 
nequest, Call of Cthulhu, Traveller Tournaments. 
Also videos, movies, treasure hunt and Middle 
Earth Trivia quiz. Enquiries; PO Box 379, Sunshine, 
Vic 3030. Urgent enquiries phone Deb (03) 68 3593; 
Janice (03) 306 8228. 


CANBERRA GAMES CONVENTION 


Australia Day weekend, January 26-28 at Phillip 
College. Enquiries: Canberra Wargames Society, 
GPO Box 1016, Canberra, ACT 2601 


FEBRUARY 1985 
THE AUSTRALIAN WAR MEMORIAL’S 5th AN- 
NUAL MILITARY HISTORY CONFERENCE 
February 12-15 at the War Memorial, Canberra. 


WARGAMES’85 

February 23-24. To be held by the Nunawading 
Wargames Association at Nunawading High School, 
Canterbury Rd, Forrest Hills. Enquiries: David 
Bruggeman (03) 898 6032, 15 Second Ave, Box 
Hill North, Vic 3129; Scott Nicholas (03) 842 2105 


Brighton, Vic 3186. 
Istari 


Meet by arrangement in member's house in Ring- 
wood/Croydon area. Play: RPG (D&D, Call of Cthulu, 
Runequest). Contact: Mandy or Garry Fay (03) 870 
5280, 2 Regina St, Ringwood, Vic 3134 
Townsville Historical Wargaming Society 


Meets: every Saturday between 9am and 9pm at the 
Townsville and District Education Centre Conference 
Room, Townsville West State School, 29 Ingham Rad, 
West End. Plays: All periods (Past, Present and Fu- 
ture), including Science Fiction. Land Battles 1/300 
to 1/35; Sea Battles 1/1200 to 1/700; Air Battles 1/ 
700 to 1/144; and all conflict board games. Fees: are 
$12 per annum. Contact: Erin Tucker (077) 72 5813, 
2 Ninth Ave, Railway Estate, Townsville, Qld 4810; 
John Lawrence, 43 Lonsdale St, Gulliver, Townsville, 
Qld 4812 


MARCH 1985 


MILITARY AND ADVENTURE GAME DISPLAY 
FAIR 

This is a proposed title for a convention being 
planned by the South Australian Wargames Fed- 
eration. While there should be various tournaments 
(like D&D) it is proposed that the main emphasis 
will be on public displays. Enquiries: Craig McGarty 
(08) 31 4281. 

MOOMBA MODEL EXPO & AUSTRALIAN OPEN 
MODELLING CHAMPIONSHIPS 


March 8-11. Enquiries: IPMS Australia, GPO Box 
1187K, Melbourne, Victoria 3000. 

ARMY DISPLAY AND FAIR — WATSONIA 
March 3, various displays and activies, open to the 
public, held by the Army at Watsonia Army Bar- 
racks, Victoria. 

BLACK JADE TOWER 

March 16, at Union Building, Melbourne University. 
An AD&D Tournament. Enquiries; Maginc, Box 
104, Union Basement, University of Melbourne, 
Parkville, Vic 3052. 

RAAF AIR DISPLAY 

On March 17 at Laverton RAAF Base, Victoria. 


League of Unreasonable Gentlemen 


Some more contact details are: Paul Kidd (03) 710 
1686, 460 Victoria Pde, East Melbourne, Vic 3002; 
Peter Ryan, 2 Sherwood Rd, Mt Waverley, Vic 3149 


The Professionals 


Meet by arrangement in members’ homes in Brighton/ 
Moorabbin area. Play AD&D. Fees are $6 to join, and 
the club produces a newsletter. Contact: Andrew 
Trnacek (03) 557 3751, 8 Dickins St, Moorabbin, Vic 
3189 


The Society for Creative Anachronism Inc 


Meet every Sunday 3pm-6pm in the grounds of Mel- 
bourne University, just off Tin Alley. Interested in the 
selective recreation of medieval ages — music, arts 
as well as tournaments. Fees are $20 a year. Contact: 
Jim Noone (03) 489 7047, 100 St Georges Rd, North- 
cote, Vic 


AIR FORCE WEEK 
March 26-31 various activites put on by the RAAF. 


APRIL 1985 
MANGALORE AIR SHOW 
On April 7-8 at Mangalore Air Field, Victoria. 
PHANTASTACON 


To be held at Easter (April 5-7). Enquiries: Joe . 
Italiano (03) 874 7475, Moris Sztajer (03) 848 7623, 
or write to PO Box 45, Mitcham, Victoria 3132. 


JUNE 1985 
ARCANACON Ill 


On Queen's birthday weekend. Enquiries; PO Box 
379, Sunshine, Vic 3020. 


AUGUST 1985 
AUSSIECON Il 
The 44th World Science Fiction Convention will be 
held at the Southern Cross hotel in Melbourne on 
August 22-26. Enquiries: GPO Box 2253u, Mel- 
bourne, Victoria 3001 ; 


[_] FOR SALE ["] EXCHANGE 


[_]MISCELLANEOUS  [_] 


ALL CLASSIFIED ADVERTISEMENTS MUST BE PRE- 
PAID. THERE ARE NO REIMBURSEMENTS FOR 


CANCELLATIONS. 

Great for finding that out of print game or 
' contacting other gamers. Send your ad to 
- The Advertising Manager, CSA, PO Box 
Victoria 3138. 


) WEOOT OO Dea}l 


OPPONENTS WANTED 


BREAKOUT MARKET PLACE 


[_] WANTED TO BUY 


FOR SALE 


At $12 

Jutland — Marita Merkur — Their Finest Hour — Victory in 
the Pacific — Battle of Britain — African Campaign — English 
Civil War. 

At $9 Kharkov — Tannenberg — Battle for Cassion (Gustav 
Line, 1944) — War At Sea — Westwall (Bastogne, Amhem, 
Remargen, Hurtgen Forest) — Foxbat and Phantom — Winter 
War (Russo Finnish War Nov ‘39 — Mar ‘40) — SeeLowe 
— Dreadnought. 

At $10 

Case White — Narvik 

At $5 

Operation Pegasus — The Creature that Ate Sheboygan 

At $3 

Chit:1 — Sticks and Stones — Ice War — U Boat — Ballistic 
Missile — Ant Army — Khalkin Gol — Napoleon At Waterloo 
At $7 

MTB — Red Star Falling 

All in excellent condition. Some unopened. Private collection 
Also $15 Tractics, Rules for WW 


Miniatures by Reese-Tucker and Gygax, Vol 2 “Infantry & 
Artillery”, Vol.3 “Special & Modern”, Vol 1 “Tank and Anti- 
Tank” 


At $3 

4 storage trays (unopened) 

Contact Pat Staneray on (03) 783 1791 

Traveller books in excellent condition: $25 for deluxe Traveller; 
$8 each for books 4,5; $6 each for adventures 1,5,7 and 
supplements 4,6,8,9,10 OR all for $70. Prices negotiable. 
Phone (053) 30 1491 ask for Giles Bartram. 

Huge number of painted and unpainted 15mm figures plus 
many boardgames, rules, magazines, RPGs. Excellent con- 
dition all going at half price or less. For list send SSAE to Chris 
Edwards, 66 Swan St, Kedron, QLD 4031. 

For Sale Excellent condition Next War $30, Third Recih $15, 
War & Peace $15, Assault $15, Air Force $15, Up Front $ , 
Marita Merkur $15, Leningrad $15, Russian Campaign $15, 
Close Assault $10, Runenquest $10, Fall of France $15, Africa 
Campaign $10. Players wanted to play Rollmaster in Whalen 
area. Contact Robert Michels, 98 Durham St Mt Druitt, NSW 
2770. 


UP TO 36 WORDS AND THEN 12 CENTS A WORD AFTER THAT. 


BREAKOUT NARKETPLACE ADVERTISEMENTS COST JUST $4 FOR 


WANTED TO BUY 


War in the Pacific (SPI). Will pay $200 for complete copy, new 
or used,, but must be in playable condition. Contact R Wynne, 
Jedko Games, 134 Cochranes Rd, Moorabbin, Vic 3189. 
Phone (03) 555 8886 


OPPONENTS WANTED 


Keys of Bled; Vorcon Wars 16,23; Universe !| (TAROT AL- 
LIANCE) Contact : Cameron Thomas, 16/34 Park Ave, East 
Brisbane, QLD 4169 Ph: 391 4295. 


POSITION VACANT. Armageddon Engineering Inc., manu- 
facturers of such divers products as the “Little Big Man” nu- 
clear hand grenade, “Nemesis Hellburner’ planetcracker nd 
the “100 Suns” nova trigger, have a vacancy for an Apprentice 
Thermonuclear Mechanic. The successful applicant will work 
in our Weapons Systems Division (SA) and will receive an 
extensive illumination in the fields of pepersonal, planetary, 
solar and cosmic nuclear munitions. On completion of ap- 
prenticeship we can offer a secure future in a dynamic and 
energetic expansion company. Generous retirement/super- 
annuation plan. Child day care facilities available. Application 
to Mr Felix Phoenix, c/- 229a Kelly Road, Modbury Heights, 
SA 5092. (An equal opportunity employer). 


| edition's competition, 


QUICK AND EASY COMPETITION |! 


We congratulate G. Langley of Salisbury Downs, South Australia who won last 


| The correct answer was IRON CROWN ENTERPRISES. 


|This edition's question is: 

"Name one of the SPI boxed boardgames recently re-released by TSR?" 
| Send your answer, along with your name and address, on the back of an envelope to: 
p Boardgames Competition, CSA, PO Box 162, MOOROOLBARK VICTORIA 3138. 


| Seiko tak oa 
The competition is again sponsored by JEDKO GAMES. The prize will be a boxed 


| boardgame, 
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DISTRIBUTORS OF INTERNATIONAL P.B.M. 
G.P.O.BOX 2302 SYDNEY 2001 N.S.w. 
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SERIES GAME. 


Boots & Saddles 
Air Cavalry in the 80's 
Boots_& Saddles adds the 
third dimension to the ac- 
claiméd Assau/t system. In 
addition to the standard 
Assault rules, Boots & Sad- 
dles has complete rules for 
attack and transport helicopters, as well as the air 
defense weapons designed to fight them. Helicopters 
are rated for armor, infrared signature, movement, 
and maneuverability. Rules cover terrain-following 
and nap-of-the-earth modes, pop-ups, laser-guided 
missiles (Hellfire), and more. Units include AH-1 
Cobra, AH-64 Apache, and Mi-24 Hind gunships, 
UH-60 and Mi-26 transports, Sergeant York, ZU-23, 
and ZSU-30 air defense guns, and Stinger, SA-7, and 
SA-9 air defense missiles, plus plenty of ground units. 

The Assault System: To simulate modern tactical 
battles, a game must cover both hardware and the 
human element in detail. Assau/t includes all the 
latest technology from Chobham to Copperhead, as 
well as simple but realistic command control and 
morale rules. 


* Spotting and Hidden Movement * Opportunity Fire * ATGMs x 
* Operations Points * Headquarters Units * Smoke * Step Reduction * 
* Ammunition Limits * Front and Flank Armor * Soviet Battle Drill * 
* Formations * Indirect Fire Missions * ICM * Ammunition Types * 
* Cover * Rates of Fire * Variable Scenario Force Levels * 


* Revolutionary ‘‘double-blind’’ 
hidden movement system 

* Simulates every important factor 
of the campaign, from Allied supply 
problems to hedgecutters 


$21.50 


The Winter Battles for Tobruk, 1941 


% Uses the Normandy Campaign 
hidden movement system 

* Basic complexity level— simple to 
play but difficult to master 
$21.50 


G DW Game Designers’ Workshop 


BRON 


Third World War Game 2 


1990: While the main bat- 
tle rages in Germany, the 
Warsaw Pact attacks 
NATO’s southern flank. 
Objective: Capture Istanbul 
and the straits, and free the 
Soviet Fleet to sortie into the Mediterranean. 

The second game in the Third World War series is 
very different from its predecessor, although it uses 
the same rules. Bulgaria and Romania, reinforced 
with three Soviet armies, face Greece, Turkey, and 
Jugoslavia, thinly reinforced with a few elite units 
from other NATO powers. The campaign: is wide- 
open, since neither side has enough troops to cover 
a solid front—even in the mountainous Balkans. 
Special units such as airmobile, airborne, and am- 
phibious troops, with their abilities to outflank a line, 
become even more important. 

Another important feature is the tangled web of 
Balkan politics. A second scenario allows for Roma- 
nian and Greek neutrality, and Albania is completely 
unpredictable. 

Additional rules allow Southern Front to be com- 
bined with Third World War. ; 

The Third World War System is a comprehensive 
division-level simulation of modern conventional war- 
fare on the ground and in the air, with a fluid, multi- 
impulse sequence of play—different for the two 
sides—and extensive air rules. $35.50 


* Airmobile Troops * Critical Losses and National Surrender * Weather * 
* Command Integrity * Airborne Assaults * Amphibidus Landings * 
* Invasion and Activation ‘of Neutrals * Disruption and Regrouping * 
* Theater Air Superiority * Runway Cratering * Logistical Strikes * 

* Pact Logistics Breakdown * Factical Nuclear War « 


BYTAX 


Dogfights over France 


* Easy-to-learn multi-player game 
* 17 different aircraft types, with 
individualized maneuvers 

* Giant full-color counters—each 
one unique 


$38.00 


Available at a shop near you 


For further information 
~ Write — Phone — Mail 
Jedko Game Co. P/L 
134 Cochranes Rd. 
Moorabbin 3189 


Trade enquiries welcome 


